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JALECO® USA me. UMITEn WAHRANTY 

Jaiwo USA Inc. v/i^rrants lo Ihij griginul [MuniMFisgr mF linn ,Jiil<ii ■ i ndltwnm (jfitflunl thal Ihp 
niddlum on wliich tlil^ coinpLjL'Qr program is reoojclnil in In-g Innii tlgFn Lp iii iitiilfiriala arid 
workmanship lor a psriod oF ninoly {30) days Lho daLiMil pi in 1 mm4i I Iiiu Jrilaco 
software program is sold ‘'as is," vjilhout express oir inipliod xvarhnilv nrl iiny I'.mhI, tiiuJ 
Jaleco is not liable for any losses or damages of any kind roiMi1lin[| lioinn-in i il Linn 
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optiooK free of charge, any Jaleco software prodLiot, poslage paid, will! |.nor)| i,i1 dnliHd 
purchase, al il& Fadory Service Cenlar, 

This warranty Is nol applicable lo normal vjaar and tear. This worrorly shad not bo 
applicable and shall be void if Ehs defeci In lha Jaieco sofltvare product has ansen through 
abuse, unreasonable use, mistrealmenr, or neglect THfS WARBANT'r' IS IN LIEU OF ALL 
OTHER WARRANTIES AND NO OTHER REPRESENTATIONS OF CLAIFmIS OF ANY 
NATURE SHALL EE BINDING ON OR OBLIGATE JALECO- ^iNV IMPLIED 
WARRANTIES APPLICABLE TO THIS SOFTWARE PRODUCT, INCLUDING 
WARRANTIES OF MERCHANTABILITY AND FITNESS FOR A PARTICULAR PURPOSE. 
ARE LIMITED TO THE NINETY (90) OAY PERIOD DESCRIBED ABOVE. IN NO EVENT 
WILL JALECO BE LIABLE FOR ANY SPECIAL, INCIDENTAL. OR CX5NSEOUENTFAL 
OAfLilAGES RESULTING FROM POSSESSION, USE, OR MALFUNCTION OF THIS 
JALECO SOFTWARE PRODUCT. 

Some stales do not allow limitalioTis as lo hovr feng an implied warranty lasis and/qi 
exclusions or limitalions of mcidenlal or consegiiential damages SO Ihe eho^re limitaiipns 
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NinlfindpOf' linn npprovod Ihc quality of 
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WHY SHOULD YOU JOIN THE JALECO 
MAJOR PLAYER S CLVBl 


what you if you fvin: 

* WIN FREE GAMES 

You'll be dibble to win Iree Jaleco games from oui- 
oiice-a-month draYvingsE 

* FIND OUT ABOUT NEW GAMES 

Find out about new Jaleco games befeue they're 
released! Get in on special Jaleco promotions and 
contests! And more! 

* TEST GAMES BEFORE TtiEY'RE RELEASED 

Hey, maybe W'e''ll even ask a few of you if you/'d 
like to teat Jaleco games before they're releatfed! 
You coujd be selected as a Jaleen Ma/or Ployer! 

Here's ivhat you gel if you don 't foin: 

* YOU GET NUTTIN" IF YOU DON'T JOIN! 

And there's only one ivay you can get in on iill this 
good stuff — and all it's going to cost yon is a few 
moments of your time and the price of a postage 
stamp! 

how to join: 

* Find the Taleco Maim- Plover's 
Membcrship/WatraRly card enclnseil in 
this package. 

* Fill in the mFormatton requested on the card, 

* Put a stamp un the card. 

" Drop tlie card in the mail. 

That'^s rights all yon gotta do is fill out the card^ mail it to 
us, and you're in! Even if you've joined before^ fill out the 
card and send it again. It will increase your chances of 
'^v'inningE Welcome to the club! 
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WARNING: PLEASE READ THE CONSUMER INFORMATION 
and PRECAUTIONS ROGELET INCLUlILD WIT) i U IIS 
PRODUCT CAREFULLY REPORE US) NO YOUK NINTENDOfft) 
HARDWARE ,SY,STEM OK tiAME I’AK. 


B uj-ke ItxtkcU up as liiii firsl IcciKcnanI slcppc J Into I he rwiu. 

“Movement ill Sector Yti, Conutiamlcr.’’ 

'AVIiai ifi it?"' 

'"We dou’L knew loj' sure, but jii)' gue-ss is Eidfiriiiu iriJDps. AecoHing to the 
late^l intHligcncc reports, two imits have recently cslablished tin cnitpiwil in tlitui 
sector. Onr radm' liji.s pickert up .Severn] vehioJes heailcd thii: way. nnd iltev’re 
moving fni-sl. ETA IS rainulHi.'" 

“Aiweiuble llie Battle Counuil — we nociE grouru .1 arwl air rcwnnaiscance Tcpoils 
I now!" 

Ah 111* diMin- ^huL, Rurke leaned hsttk in his chair and contciiiplnlcrt the sitiiatioji. 
It cotiJd be a iVilse impart...inteiferenee — a rnairunctiiiin in ihe monitoring 
equipment.. .but he knew it wnsnh. The attack hc"d been e^ijecting tor .Hevera] 
weekii was on ils way. 


Biiikc eiitcmjl tlie War Room and foond Ihe otherii waiting, "Air TcexninaissLinccT 
“Nolhing sighted yet, nir. However, spy repeals itiggc&t that.. 

"Yes, I’ve l■ea^llhe IjiesI rcpurts. Cuiund reeuniijiiHsancc?'" 

"The vehicles are now positively ideiitlijed as Eldoiian assault cruft, Eieavily 
anwcil. CiinrentETA 10 iTiinulcs." 

Burke turned to the Derensc Minifiler. “What’s oui- staius. Jortlan'.'"' 

“Shickis, radar, and' laser tnireLs all openitional. We’re as prepared as we’ll ever 
be. Sir. I recoiuiucttd tliai we dispatch a lank squadron IP ititcrccpl the Elctorians 
irnmcJinlely...and begin evacuating the colonists.’’ 

"How long until lilt ships are ready fur luLintli?'’ 

“Five, maybe elj; ininiiteE." 

"I.a:l’s do i(. Red .Alert!" 

As liie room clcarwl, Burke switched on the viewing screen, live assjuiIt craft 
could be seen speeding across the roiigli lentiin of Dollti IV, A mitgnified xnew 
showed voyf-mounlcd misiiiJcs tin the lop of each craft. He xvatched helplessly ns 
liiey ground to a halt, laiiriclied their inissiles, dieni{i.iickly turned and disjp|>carcd 
in n cloud of dust. Burke Evvitclicd to radar, xvonderiiig ii' their defeiiscH winild 
stand up lo this kind of ussaull,.. aflerall, the new hcat-sccking nockels luid never 
been tested in battle. 
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He stEirefI Ai ihe rAitfir- As he waidietl, [hree O'f ihe ciicin)' Jiusjiilos ili!^ppcLir&d 
tioiii the screen.. .but the other two EtepL coiuing. f^witctiing lo full screen view, 
he SELW the laser turrets on the outer perimetej' Open fite. Ojie of the two 
leioaitilng iuLssilesexplodet:l in inld-air, releasing vast pJiiTncs of green srmtke 
that slowly hlaukcled the planet sufuce in un eerie fog. .A iru'^ment later. 
Lieutenant N^organ hurst Into tlie jqoju. 

’‘t\>iumLindei', sensors ais; indicating (he pi’escnec a deadly btietcrial ;igcnl,,,il' it 
reaches the oxygen iwuces-sors, it’ll lie in (lie lil'e support syslcin in ten minutes.'"' 
“Swilch to cnieigeney hiickiip. How long do we have?” 

"‘Only u few hours, sir. .As yon may recall, we Inid lo divert a large quantity of 
our icsourees last month, and as a result...” 

He stopped in nild-scntciicc, his eyes riveted To the view screen. As they watcliied 
in .silence, tite ilnal inissilo scojcd a direct hU on the main power station. It 
collapsed in a pile of nibble, 

A moment later tfie Defense Minister returned to (he briefing rsjoivi. 

“Sir, I’m afraid wc can’t tnick Lite enemy missiles wLtli Euiy accuracy^.., tlicy must 
be using some type of cloaking device. Air reconnaissance reports at lea.st four 
more waves of a.ssuuU vehicles heading tliis way. Looks like an ali-oiit attack — 
what are yonr oiders'?'’ 

“Gentlemen, w-c have very few optioris left. We can .slay and fight, but the odds 
am against us.. .our technology is simply no match for these weapons. Give I lie 
OKierat once, Liculicnant — all iililiiary ij^rsonnel are to join the evacualton 
hnmediateiy.” 


Tile next day, Burke replayed die wliole scenmio in Ills mind as he ciitcred the 
conference rciom. The simuJation had been inipos&iblCr. .a rnhwin sinjation from 
the Stan. W'haL had they expected him to do — stay and fight to (he end? Go out 
in a bbiHe of glory? He surveyed the atlvisory panel seatdil at llie far end of tlie 
Riorri. So, they we i-e going to evaluate liim, were they'? Well, they con III keep 
their command post.. .there must be easier ways to make n living. 

“Good morning. Commander. Allow me to inirtiilucc iiiy.scll'. I am Senior 
Colony Project I jeuder rcilemuu, and ihesoarc llie ollter meniliers oi (lie Colony 
Advisory Panel,,.“ 
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He introdiieci eacli one in turn, but Burke wasn’t paying mucli altcntioii. He’it 
never Iwen very good at icnijeinhci iiig names. He Eistened vaguely as they 
reviewed the current status of each colony and discussed plans for llie future. 
He'd already tiecided to leave the service and get a nice, easy job in the private 
sector... 11 lay be sLurlhis own business,,, 

“'...as T was saying, wc were all immensely impressed with your pcrfoniiaiice 
ycstcrdsiy, Commander. Your administration skills are beyond question, but we 
needed to see how you'd react in a crisis. TiieGmicron sysiem is On the frontier 
and you’re likely to meet M?mc heavy lesistancc. Colonizing ten planets is a tall 
order, but wc’rc conl'idcnt that you.,.” 

Burke was brought hack to reality with a jolt as he realized wlial Coleman was 
saying...they were olfering him the post— Iciider of the entire Omieron colony 
piojeel’ 

...so what do you say. Commands? Arc you up to llic chaiicnge'?” 

Btuko tlidn’t iiesitate I'orn minute. “When dol leave?” 


OBJECT OF THE 
GAME 

Did you ever dream of creating □ 
perfect society, free from crime, hunger, 
disease, even boredom'.^ Impossible as 
it sounds, yoikre about to ge| I he ehauec 
to make that dream a reality iu 
Vii^phi-.Ahe ullLinaie blend of colony 
srtnulalion and all-out adventure, 

I'heje’s everything you’d es|ieel in a true simuluiiun —a full, i tch eiiviroimtent 
complete with building construction, trade, populmion contnoi, research, 
manul’acluring, and a myriad of other eJemcjits. But Utfipia takes tiie genre one 
step better, wulIi an outer space seitiug and a. whole new dintcnsicin....w'ar. Afici' 
all, what civilization would be complete wiihout it'.-^ 

'['he Planets 

.As Colony Ivcader, yoube given the opportunity to establish settlements on ten 



























diffcrcnl planets. Esicli pinnet lla^ irstvwn 
LI n iqnc tc rr^LLn. Some Lire Jiolli i iig hiu 
iksci L, wiili MZLiitercd c.^u^(^Toppi^g^ uf rix:k 
and palthcii of dense spaec moss. Others 
feuiLii'e: iLtsli gieen foiesu mid vait 
expanses of Inright btue watc r. Von' 11 
ehLouiiLei' everyLhiJig fruiTi m^^Lic Uindra 
and fi cry lava flywH ti* hoi i pmleKs 
crevasses and sulphurous lakes. 

Ihc eharacteri sties ofcaeli kmdscape will iiestriLt Llie layout of your colojiy. but 
sliould also piovide you with clues as to the likely direction of an cnerny attjek- 
•Stiidy t he map earcfully before you begi n bu i Iding. Yon can move on to a new 
planet any lime yon wish, but don't be too hasty to abandon an existing cokmy. 
Fsperience in the field is invaluable... especially as each scenario is a little more 
difTieult ihtm the last. 

lire Aliens 

Each planet supports its own hostile alien race, vvhtsse colony is loealed out of 
map range on the far side [if the planet. It seems that Elie aliens have plans for 
expiusston. loo, and ihcy'ne none too pleased to find you setting up .'ihop in the 
s;ime sector. In fact, once they realise what you’re up to they can gel downright 
na.sly.. .so he prepared to dcfcml yourself and your colony before long. With (he 
proper funding, yonr spies can provide yon with invaluable information about (he 
aliens' fealnnes. habits, military sti^ugth. and plans for attack. 

The Colony 

Yon begin each venture with a smalt mtelcus colony, iiicliiiling a population of 
lot) eager, enthusiastic settleis. You litejally build your colony frorn the ground 
up, construct I ng living quailers, life suppoil systems, hosjiitaJs, hydroponic food 
production domes, laboratories,, .maybe even n sports suwlhun or two. Ttie 
Federation hintlly supports you for the tirsL few yeruia, but wJien the Colony Grant 
runs out. ycm'ne oji your own. Taxes bring In money, as tioes trade in supplie.'i 
aud raw materials. You ure responsible for miuiaghlg Ixitll of these variables. 

With the thiiiJE of an alien attack imminent, one of your first concerns should be 
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the defense of your colony. You have immediate acce.ss to u numher of weapons, 
inclmling laser toircls and missile launchers. Place radar inslallations on Che 
perimeter of iJie colony to scaii for cuerny craft. 'J’lie construction of tanks and 
sjKwcships refill ires a little more planning, but is well worth the effort. 'I'hese 
unit?; will give yon the fire power and rieslbility you need todefent the invatling 
forc’cs...tiir even launch a strike of your own. 

A sophisticated map and radar facility gives you instant access to detailed plans 
of the siii'iTnindsng area. Use this sciecn to survey your fcirces aiul g;mgc the 
strength of an enemy attack. The map screen tdso indicates the location of 
valuable fuel and ore dejMBits hitlden liericath tlie planet’s surface — cvcniuatly. 
Both of these resources arc necessary if you plan to maintain a well-aimed 
colony , .^noilier Crucial facioi' in the develi.5priienl of your colony is research • 
be sure to supply enough money for both jMilitary and Civilian grants. Doing so 
will ensure that your scien lists am able loin vent powerful new weapons and 
other devices (hat can ntake life easier for you and your colonists. 

If all this seems a little daunting, don't he discoti raged... you’ie not in it alone. 
TJie Federation ]ia.s provided you with a tea in of six ijxperi advisors, who keep 
you informed about day-to-day affairs and let you know when apjoblem 
develops.. Their counseJ chambers arc open except when you have an energy 
shortage or if your Command Center is de,slroyed, ajid they provide a wealth of 
infcinnation about yOur growing colony and its people. 

'ilie Mission 

Your iiltimjite goal is to make the people iiappy — spccifLcally, ro raise their 
L]Lfa]iiy of life to the highest possible level. To reach this goal, you should avoid 
(he- obvious problejus; crowded living quarrei?!, insuflLCierLi fooil or air supplies, 
a high ci imc nUe. Shore up your dcfcTiscs early, and be sure to maintain a strong 
military pnesense. •“ defeat in battle can have a drastic elTcci on your coioiiisls, 
i^OO-SI Ihcir morale by holding sports events, building more hospitals, lowering 
taxes, and contiolling pollution. Will llicy ever be I satisfied? PnobEibly not, 
buLilon't Id that keep you from trying. Your efforts won't go unnoticed. 

When you’ve had enough for one day, ju&t save (he game. You’ll be able to pick 
things up again next lime, rigtm where you Ecfi off, Utnpfa is an open-ended 
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j^mf, wliicli meiins you cirm piny It foievei'...iis long si.'; ywi iJcin.'i jiei aii'iniisinuleil, 
wjpeJ out l>y a vims, or dctitioycd by silicns. nci iJiie .snid was soiiig (o be 
A lotnlly risk-free vendiie. lint if you’ve nlwnys warned to be Commnnder-in- 
Cliiefand call the shoSs. now's yoiirchnnec. . .wiih ikU une, bul ten unique 
sccntiriosr U's the ehalkn^c of a lifetime — the crealion of a soeicty where 
cveryOJte ifi liippy, healthy^ safe, and sccuic. In other viorJs, 51 line D'rrv.'Jir...w'lio 
con Id ash for more? 

GETTING STARTED 

1. Enlace the Vtopio Gsimti Pak into yi mr S ujici Ninlcndo 
KnierLainiJieni Synlernand turnon Hie unit. 

2. When the Uile screen appenrr, press any bullon ici begin. 

Game flptinns 

'I'hc first gtiTTie psinel dispisiys ihiiee opiions- U?# the Control Ibid to highlight an 
option, then pre^i.s (lie V BulEoii to select that option. 

Ml i-ftlC ON/GFF 
'I'uiii the music on or oJf. 

STAR T NFW GAME 

Clioosc this option to display a screen s.liowing llie iitnncs of tlie 1ft available 
pkinels pins a Pna'liec ineide. Hach planet hso; ibsown nnlquc tcnaiii and !ii.ipporL!iiL 
LlifferenL alien iace. Yon may select any plsnicl tliat yon wish. However, since the 
scertaiios are ranked in order of difficulty, wo roctunmend that you begin at the top 
and work yotir way di^wn. I f yon clnmsc Pi acllec mode, you wi 11 be placed on the 
lint planet CRhendor IV) without an alien threat. Toclioose an option, use the 
Control Pad to highlight that option and press ibe V' Butlon, Yonr optionsi sire; 

Pl.inets Aliens 

1»RACTICE...NONE 

RHBNOOR IV.......ULIJORIANS 

ALPHA CCTl,.yROAR,SCANS 

VEGA III...„...SOOMANlIS 

AS imiA II.....KAL KRIKEN 

BRNEZAR fV...CATALYTRS 


ANTARES III.. 

RUKRATIII. 

t1P:i’AZ.AN II.. 

MERAK VI. 

CAMMAI.IICRA 



..SQl IZ-OU IJV 
..PASCALENES 
..TIUKANTilUA 

.,vanacancta 

..LUCRATIANS 


CONTINUE 


You may save a single gjiiiie tni yonr Supei' NES^'' Viu^ht Game Pak. 
thi.s option and press I lie Y Btiflon to contEnne ihc saved game.. 


Higjhliglil 


CONTROLS 


Comrol Pad 


Left Button Righi Button 



X Button 


A Button 
B Button 


Main Screen 


Conirof Pad 

Move Lp, Laivit, Left, or Rigjit to view (he 
inhabiiable portion of planet surface 

A Bui Eon 

Carry out tlic selected action 

tE BtUfon 

Switch cuisor ecaiirol lietw^een Planet View 
area and lee'll Select ion area 

X Bullon 

Switch CLii'.sor mode ou REanel View 
iCoustniel, Demolish. Information) 

V Bullon 

Reposition Marker on Planet View 



























































On other yOli will ^oiiOrfil1>' use ilio A 1^1 Uon Eo sclecL :iji ^tion rmd tkc 

tt Hutton lo cyic the scnecn. Sjiecific controls tor eacli screen lire provtcled in the 
coi'resj]Ojidin^ sections of this intittLiJl. 

Mouse Controls 


'J itie Sciscen 

On Ihe Title Screen, click ciilier button to begin the game. 

To select an option from the first panel that appears, position 
the cursor over tlic o|hion ajid click either butlon, 

Main Screen 

On the Main Screen, the I hmtl cursor tippca.rs on (he Planet 
View as well as over the Icon Seldciion area. On the Planet 
View, move ilie 1 land to move the fla.shijig ctu'sor around 
the planet suiface. Click tlie right mouse butlon t'O cliangc 
(lie icon mode, from Build Mode to Information Motic lo 
Demolish Motlc, 

Click the left mouse buLLon to carry Out Lite selected action. 
U.se Lite arrows in the lower right eoj'nej' of the screen to 
scroll the planet sinface. Position the Iland cursor os-cr the 
direction you w-lsh to scroll and click either bution, 'i’o 
select one of the icons at ihe bonbm of the sereca, positiein 
(he Hand cui^or over an icon and click cither button. 

Pfla.se 

Position the 1 land cui'sor over (lie Pause icon fZZZ) and 
click either butlon. 

Spy Screen 

Click (lie left bnltoit to view addilicutal pages, and dick the 
riglit butlon (o view additional icports. Posiiioii ihe eursm- 
Over |hc X icon and eliek either hution lo icturn to the Main 

Screen. 

Map ^Ser^;ell 

Click (he Icfi bulton to change the screen mode. Click the 
right butlon u.h return to the Main Screen. 

Huilding 

SciTien 

Position tlie Hand cursor over a building, then click either 
button to select that building and return to the Main Screen. 


Atlvistffs 

ScivL'cn 


Finuitcr 

Scrrxn 


GiiiTie Options 


Position n 
Murlter 


DepEny i 

T,mk 


Position iht H;ind cm'.sor over an arlvi.'ioi-, (lien click the left 
button to select that indvisoi'mul display the first infornfintlon 
panel. Click the left bnnon lo display the ncsil information 
panel, or click the rij^^ht bLihon Coe^dL the panels. Click Lite 
I'iglit liLitton again to rotiirji (o tlie Main Screen. 

Position (he IhiTid cursor over (lie inimheryoti want to 
clmnige. Click Lite righ( button to ineiease the ainoLinL, 
ci]- click (he leJ( bulton, to decjease it. To continue to the 
nest panel, position the cuisorover the X icon and 
etick (he left button. Position the cursor over the X 
icon and click the right bn Lion to return to the Main 
Screen. 

Position (lie ctirsctr over an option, then click eilhej' button 
to select that option. Position tlie cursor over titc X icon 
and dick cilhcj' bulton to return lo the Main Screen, 

M ove (he Hand c ursor Over the Planet V ievv and cl ick 
the right juoiise bulton until (lie ■Question Mark cursor 
appt^ar;. Position the Question Mark over ilic new location 
for (he Marker,, then click both buttons at the saint time to 
d I splay the Marker pane I. Use the cu rsor lo sc lcc( a Marker 
numbetK then click either mouse bniion u.t trusve the selecicil 
Marker t'O Liie new location. 

Position the Qiicstioit Murk cursor over a lank and doublc- 
dick ihe lefl mouse buhou to display tiid tank in foil nation 
ffarifil. To select a marker, position (lie cursor ovej' a maikei- 
and click eillier button. To sdcct the number of tanks to 
Send 101 bat marker, pitsitioii the CLii'.sot over ilie f>f> in Lite 
[iiie SEMU 00 TANKS TO MAKKO^. Click the right 
mouse bulton lo incicase the numher, or click the left mouse 
hullon to decrease It. Posiiion Lite cursor over the X ieo^i 
aetd click eilJier button to deploy the tanks and reluni lo the 
Main Screen, 

















Select a Stiip Position the Question Mni k emsor over 51 Ship VjuiI anti 
cJick tho left inou!^ butloji to ilisphky the ship infotmtition 
panel. Selcel a ship, (hen elick either button to hegiu 
eonstriiclion. 

l>cploy n Ship Position the Question Mark cursor over a ship anJ Joubie- 
elick the left tnouis butlon lodispliiy iin inforniiition panel 
for that ship. To chnnge the ship’s orders, position the 
euruM' over the OkDLliS line iind ciick citlier button. To 
select a marker, po^:i(ioii the eursorover a marker numher 
and eliok eitlier bintdii. To exit the screen iind deploy the 
ship, position the eiir3orovcr the X icon and eliek eititer 
button. 

PRACTICE SESSION 

Tl>i& short learning guide is designed to give yoti a feel for the game and alhnv 
you tfk begin playing Ufitfua iinmediiitely, witliout leading (he rest of the mniuiai. 
During this pmetiec session, yoti will be given I he oppori unity toeneale a sioall 
colony^ accessijig jiiany of tlic majoj' gatne screejis and carrying out most of the 
basic command-s and actions (cxeUiding combai t. Ileiwever, yon will need (o 
read the rest of (lie game manual to understand tlic coinpIcKiticx of game play so 
ibaL you may experience the full de^ah of Usofmt . But now, on to the colony! 

Tlie fiante Screen 

Begin the game as instructed above, then elioose JiTAKT NEW OAMH and 
selcLi a PRACTTtT'E gairic. You will lie I’daced on llie first planet [Rliendor IV), 
but the alien mec thcie is programmed not to attack you — lay relax! You begin 
the practice: session with 5t)[li,fHK> credits 
and a Quality of Life factor of as 
rli splayed at the lO() of the screen, 'fhe 
center of the screen shows a 3-D, 
isometric view of a small port ion of tlic 
planet surface. ,^L':verL icons are displayed 
beneath (he Planet View, You will use 
these icons to access other game screens, 
as described later on, 



Kvery scenario begins witli a small nucleus colony, which contains IW1.150 in a 
Praelice gjtmc) colonists and all of the basic necessities of life. Your goal is to 
expand this colony in an oixlcrly and productive manner. Use the ConCtvl Piid to 
slowly scroll the view so that you can lake a look at the rest of your colony. Vom 
will see EL Laimeh Pad, your Coutiol Center, a fcw laving Quarters, and various 
other structLiiei. jNollce the tla-shing cur.HCir, which appears over (he Planet View 
in the shape of a Crmstruction Truck, This indientes that the cursor is in Build 
Mode. The two other modes are. hifariiiation Mode (a Question Mark) arnl 
Demolish Mode {a Buildo/er>. 

Gctliu}; liifcirmatioii 

'fo find out (uorc about one of tho buildings in your colony, you nnist switcii to 
Information Mode. Press the X Button until the Hashing cursor changes to a 
Question M(trk. Ne.xt, jiosition the cursor over one of your buildings and press 
the A Bulten. You will .see a small panel de.scribing the building. Press thcB 
Button L(i exit the iiaiiel. Spend a few minutes examining each oJ' the buildings 
in your colony. Notice that .Hcmic fianels provide more inforination iban oihci's. 


Cdnstrueiirig iiew buildings is a vital |>art of L'lopiit. 'fo learn liow Eo perform 
this task, you will now build more Living Quaners for your colonists. I'irsi, 
select Build Mode by pressing the X Mutton until iheCoiistrnction Truck cursor 
appears on the screen. Next, press the B Button to display u Hand euisor at the 
bciitom of the screen, near the icons. 

Use the Cgimol Pad to select the Build 
icon (the Hard Hat) and press die A 
Buttnn to display the Buildings Screen. 

As you move the Hand eursor atxiund 
the screen, the name of (he selected 
building upjiears in the information 
IKiiicl. Select the Living Onjr 1 e. 1 i! 

(located in tiie upper right comer) tmd 
press the A Biittni'n to return to the Main 
Screen. 

Notice that (he building you selected now appears in the upper riglK comer of the 
screen, as a ruminiler. Press the B Button to return to the Planet View. Next, 
position the Constniclion Tmck cursor over the spot you want to build and press 



































stuffuIJinj; slionCd appear iiL thal localion. A niexfiagc. will appear an ilic screen il' 
yon cannot bui Id liccanse you arc laa fsir awjiy rix-nii a power son rcc. 

CoriHlruc-lioii tiri[c vsiries^ fiKirn building to buikliiig. 'I'lie bnilding will appear 
when tlic time is np. 

'I’oexperiment wiib demolilioii.yau will mtw demolish usalur panel {don't 
worry — iicuEt be easily rebniliJ}, Press the X Hnlton until the Ib'ishiiigcnrjior 
oil the main tiisplay chnngeji to- the BullJo/er. PoHition the cursor over a solar 
panel and press the A Buttnn to tlcmoUsh it. A pile of rnbbic wil] lake llic place 
of die solar panel. Press I he A Button again to remove the rubble. 

I.onkiiigat I he Ma p 

Press the it Button to display the Hand tnrsor at (he bottom of (be screen, then 
posiiioii the cursor over the Nfap leon ((Jie Planet) imd press llte A Button to 
display the Map Screen. Tlie niaiu display siiows fill of the planet stu facc thal is 
available lor colon!nation. Black areas reprcsent flat tctTain on witich you may 
huikl. Oray areas indicate mountainii or odier landscape features on whicii you 
jnay not build. 

Yonr colony appeal's in (he tenter of (he screen, Mirrounded hy a circle which 
indica(cs rtidar coverage. 'J’lie I'laElting square corresponds to die area of die 
planet which is displayed in J-l^ on ihc main game screen. .A magnified view of 
(bi.s aipa appears in one corner. Use the Contiol Pad to scroll the Hashing SLinarc. 
tijiound the surface. I'he numbers on the screen {I -S) represent markers to which 
Sanks and spaceships may he sent. 

'llic Map Screen shows three tlifierens 
aspects of yonr colony; itshuildings, its 
naluial res^vurccS, anti its military 
equipment. Press the X Ifuttnii to view 
each of these sci«eiis in tunt. Notice that 
the colttr-cotlcd legend at the bottom of 
the screen changes to ideulify Lite selected 
elements. When you have finished 
viewdng the Map Screen, position (he 
flashing .squaie over your colony arid piicHS 
the B Bnffnn to redirn to the Main Screen. 



Getting .Advice 

As Colony Admiiiistmlor, yotfre not alone. 

A'ou have .six able arl visors who watch over 
various aspects of y our colony ami make 
suggestions when approprinite.. .so pay 
alien Li LMi! To see what they have lo say, 
press the B Bui (Oil to tlisplny (he Han<l 
cursor at Ihe botcoin of the screen, then 
select the Advisor icon fibc Fnoef and press 
the A Buttun to display the Advisors Screen. 

Position the cursor over one of the advisors and press the A Butlou to disjday a scries 
of information panels. Press the B BiEtton tsi exit (he piuicls a( any (imc. Take a few 
minutes to consult with each of your advisors in (nm. Don't worry about the time — 
the clock stops as long as an inforEEiaiion screesi or panel is displayed. When you arc 
ready to ncttim to the Main Screen, press the B Btitton, 



Aon have now- seep most of Lite iEiipotiani game elements. Take as long as yon want in 
practice mndc, consirocling buiEdings and cupcrimcntiag with various other options. 
However, before beginning an actual game we strongly recommend that, you read ihe 
rest of this ins+rucfion manual. It contains a wealth of infoi'maiion on many subjects 
not mentioned here, ine hiding trade, finfinee, spying, and ship and tank constructLon. 



When you feel confident enough to play a real scenario, press the B Buttmi lo display 
the Hand cursor, then select the Options icon {the Compniei' Chip) and press the A 
Button to display the Options Screen, Choose START NEW GAME, then select the 
first planet (Rbendor [V> and |>refis (he A 
Button to begin. This scennno is identical 
to lliat oi' the pi'actice scenario...except fbi' 

I he aliens, oFctmrse, Good I tick 1 


THE MAIN SCREEN 

'I'hc. .Main Screen contains a tluee- 
dimcnsional wxnkl view rif one small 
seel Ion of the planet you are coEoiilzing, 
akmg with Other iEnpoitanL game controls 


and informatiou. 





















































Fla Bitl Vitiv 

The Planet View show;j it r<ic:ii.HUd aiiea of the jjlanct suiface. Utiing the 
Control Padn you can scroll Lhi!? view to see more of yotir colony and ihe planet. 
You pciforrrii tliree types of activities on the [^(anet View - - (he ourtior on this 
portion of the screen changes shape lo indicate wliich activily is selected. Press 
(tie X Button lo swhtcli between naodesr 

Tnfornialion CtiJ’sor appeal^; as a Mark. Allows you to 

Mode, ill splay infonoaiitin pa[tcl.s Jescribing the buildings in 

yotir colony. 

Build Mode, Ctu^ior appears as a Conaifucsioa Track. Allows you to 
plucc huiltlings On the planet ittu'face. 

Demolish Motle^ Cursor appeuTs as a HnfMozer. Allows you to (ear 
down existing hniiiJings and clear away wreckage. 

Tnlonnalion Moile 
Use the Contnd Pad (o position the 
Question Mark over an e;i]s(ingbiiilJing, 

(hen press the A Butb’rn to display (he 
jiilormation panel for that Lniilding. Press 
(he A Button again to hide the 
information panel once you have raid the 
infoj'mation. Some infoi'niatiun panels 
simply htentify Lite building, Otheis 
provide add itionaE information. The 
TTospital infonnaiion panel allows you lo ebajige the colony's birth rsitCr See ihc 
BUILDINGS seel ion of (his manual for moiiu infitriTtaticni. 

guild [ylodg 

Use the Control Pad lo move the Tjuek lo the desired location. RcrncmhcT, you 
nuisi hoi Id within 1 2 squurcs of si Plujt Poti. Press the A Button to begin 
oonatfuetion of the selected btiilding. Scaffolding will now appear at the local ion 
of (he cursor. Consirttctioii dine varies from building to building. The building 
vviJI appettr automatically when ihcconstniclion fjei Eoct is Over. Note that yon 
may not build on (op of other buildings, scaffolding, wreckage, or a variety of 
(erruin feaLures. 



Demolish Mi'tfle 

L'.se tlie Control I'ad lo position (he Bulldozer over vvneckage or an enisling 
building, then press I he A Button. If you have dcmolislied u building, wjeckage. 
now apfieais at (hat location. Press ihe A Button again to remove the wreckage. 

Slulu!; 

A Hiatus line at the. top of ihc Main Screen siiows the following informtititm; 
QOl. 50% CK D 50000 W I/.f A N/ZOOO 

QOL Quality of J.Jfc pcrccnluge. This hegius at 50% and 

incteaHCH or decreases as the game progresses, rlepending 
on your skill JsCoioiiy Leader. 

CRD A vai lahic credi is f mrmey >. You are gi ven 50,000 eredit.s ai 
the hegiririLiig of the game to speart as you w-ish. Yon will 
Lilso receive a small ullowance I'roin the Federal ion every 
month for (he first .50 mouths (Totir years tmd (wo monllis) 
in the form of a Colony Grant. "Uiifi grant hegin-s at 
5000/monlh aitd dccre<i-Se?! by 1 ()[) credits each monih. 

AiEttitionaE money comes from imdc s'md taxes. 

DATE The calendar begins al OI/JAN/ZtlOO and runs 

continuously when the Main Screen is disphiyct.! ,'li Ihe 
rale of a]>p]Oximately one day every I wo seconds, 'f'he 
calendar Mops and (he game pauses whenever u 
secondary screen or an infonnation panel is displayed. 

Building lurlEeatnc 

The Building indicator is located helovv (he date in the upper tighi jioiiionofthc 
screen. This indicator [ells you which building is currently selected on the 
Building Screeji, Bach building (iccupies from one to four Miusmts, depending on 
its size. When the game- hegiris, tlie first building sclcclc-d is a Plus Pod. To 
select another building, yoti nuisl gain access to the Building Screen. The 
selection pictce&sis dcscribctl fully later on in this inunual. 

Icons 

Seven icons appear along tltc botiom edge of the Planet View. To select one of 
these icons, press the B Button. A Hand cursor appears at Ihe bottom of the 
























screen. I’se ihe Control Pjd to posiiitui ihc Hniid over tin icon^ then precis Lfie 
\ Jijillon to select (lust icon. WJien von liave fioiSilieLl viewinj; the information 
on (he selcctcJ Moreen, prcjis the U ll-iittun to exit. Kroim left to light, tlicM 
icon^igiveyrsn access to (lie tbllowingscjeeii!»irnJ runctions: 


ZZZ 


Glass 


rianel 


iiard Hat 


J^ause. IVess the A Bnttnn to |>ause the game, and press 
any buiton to contimie. NQl'Kt The gtime also pauses 
whenever Em information screen or pruicl is displayed. 

Spy Infui'mation Screen. Once yon allocate money 
to the Spying Grant, your spies periodically will jiiovide 
you with intelligence reports, NOTE; 'Phis icon will not 
be active until the fij^it spying report is sent back. Sec ibc 
.section onnSPVriSCI foj juorc information. 

Map Sentran, An overview of the planet sLirfiicc showing 
three Jiffeieni views, indicating the iocalioji of all 
buiklings, natural resources, markci's, unJ military 
ctjuipinent, See (he full description of the MAP StyREERA’ 
for details. 

liujleliiigScix^eit. Shows all of the buildings curi'ernly 
av£utable ftn'plaeeinem within your colojiy, along with 
their cost and construction time. See the RfHE J>IMGS 
.section lor marc information. 


Price Advisors SciTcn. Give.s you aecess to ilie informutiem 

and .suggestions provided by your six advisors. See the 
section on Al>\'lS()RS for more in forma tion. 

Eiimncv/lndtislry Sci'eens. The fiiM screen allows 
you to establisli trade guidelines, set the tax mtc. and fund 
goint.s. Tltc second screen show.s liie n a miter of colonists 
employed in eacli industry and the production levels of 
eeriain industries, Tiie. Ihiid screen slIEqws you lo huy 
goods fnim and sell goods to other colonies. See tiie 
HCCtioj! on FINAMCE AND INDUS I’RY for more 
iuroL'inaiioii. 


Computer 

Chip 


Snve/Eimtl Cnnic. Allows you to start a new- game, save 
(he current game, load a saved game, or tuni the music On 
or off. See the SAVE GAME section foi details. 


Warning Indieatnrs 

Wlien certain dangerous situations arise, a Hashing warning indicator will 
apiiear in tlie lower left port ion of the screen. These indic;i,tors arc: 

Ijight Rlllh You I' colony is running out of [Hhwer. Build a 
Piiwer Plant or Solar Panel ijumcdiately. 

Knife and Fork You r colony is ru n n i iig out of food. Bui Id 
more Hydroponics. 

You r colony is ru n n i ug out of air. Build 
anotlier Life Support facility. 

Runninti Man An unusual event has occurred somewhere 
within lire csdrniy. Posilion lllc Hand cursor 
aver tills indicator and press the A Bui Ion to 
go immediately to the sicene of (he event. 

Press (he .A Dutton again to retuin to your 
prev irm s Uk'uL itul. 


QUALITY OF LIFE 

In UfdjiiiS, success is measured in tenns of ihc cfdonists’ Quality of Life rating. 
This perccnlitgc is an indication ofliaw w^ell you aic managing (lie colony and 
how happy tiie colonist;^ arc witii (licEr environment. The QOL factor is dispktycxl 
at all times on the Main Screen so ym cun keep an eye on it. Tiie I'jting starts at 
50^ anti increases or decreases based oil a y;ide jaiige of factors, reilecting iong- 
Lerm trc'nJs rather than .short-term benefJlx or disadvantages. The follow arc. just 
of few of tiie faetojs (liat affect the QOL: 

.4 low erime rule will positively jffeci the QOL. As 
you iiughl guess, if your colonists arc happy they are 
less likely to turn lo crime. 


Crime 

















Teels Level 

Org^isi^usLinfsES 

Colony Sko 

PfE^suInlion 

'J'nxes 

Essvirtsnmont 


Yoiir Piycliijitric Advisor keeps ywi infonned ns to 
[ht^ colnnisi.s' nioriile level. Sir‘ive lorhi^h niyrnle 
by ensurijig lhat yoLtr colonis:!!; luve ndeqiute living 
<Hiiii ter>K fiKnJ Jtnd air supplies, and an oceasional 
sporting event ty a.lLend- 

WiEitiiiig baules or fending off an enemy m^k enn 
hit VC a draisstitio affcol ois llio Qf^L. Qji ilie oilier 
hand, morale will plummet if the aliejss repel an 
aLL:n:k sn' manage lo dc.MR>y pent of your colony. 

[r you build liiboinitorics and fund civilian anti 
miEitary nesearch, your^oieniisis will leward you 
by in venting new devices Lhnl can nsake lil'e safer 
and easier for tlic coJonisis. 

A wcllH'nganiitcd toiesny gives Lite people a sense of 
security. Tf at a|] pysisiblc, keep your 1 i ving 
i]LiarLer£, lu>.spiljls, solar pancl.s, anti hyLlropunics 
away frcmi inililLiry sites, eoaslruciion yards, life 
jsuppoi't, and power stations, Pinin your layout 
carefully anti l.>e sure to clear n'lway any wreckage. 

Large pupulaiiuns allow n:w.)re Hsjtial intcTtiction, 
crealinggjcaiei'pei'.soniil fuiniliucnL. Life is easier 
because the workload is sJiared among a larger gioup. 

A tow^ death mtc along with eosilrolted bijtlvs :idds to 
ilie colonists’ Feelings of security anti well being. 

lOep tane.s as low as pj.nssiblc tt) improve (he QOL. 

PolEutioji hecornes n problem as industry c;!fNiiKls and 
you embark on lai'gecon.sii'uciion projects. 
Investments in civilian research will Jesuit in new 
inventions that eliminate this pollution and create 
a EteuhlLy environmunl. 


Voiir goal is to bring the Quality tjf Life rating as cEuse to I as possible, 'i'oii 
will neccivc achievement medals if you are able Lo reacli and main Lain a QOL. 
rating of 60^ or more.. Yoti may move on to the next 5cenitrio at arty time, 
aliliongh we reofurnttend waiting until your current QOL reaches at least tlb'!?:. 
You'll find that tltc skills yon acquire in the early levels will be of use to you as 
you piogress. 

THE BUILDINGS 

The placement and construction of buddings is the fointdation of Ufapia. You 
create Lite best of all possible woi ld.s by deciding what to build, where to build it, 
;ind when it should be built. Initially, you have 23 building,s to cEioitse fivm. 

Each of these slraelunes is desevibed below. 

The Bnihlpngji Screen 
Press the It Ituttoir to display the Hand 
eur^xsr, then select the Rnitiling icon 
(the Hard Hat) at the bottom of the 
Main Screen and jnoss the A l^tittun to 
display the Buildings ^Screen. As you 
point to a l>uilding on tlie Buildings 
Screen, the name, cost, and time 
required lo bndd that structure ^tre 
ilisplaycd. Buildings associated with 
new invenliojis (for example. Compressed Fuel Tanks) appear on the Btdldiiigs 
Sciccn as they arc liiscovcrcd. Some of these inventions will leplace earlier, 
obsolete slruetures, 

Ctiiistruetlon 

After selecting a builtling, piess any button lo return to- the Main Sereen. Pitsa 
tite B Buttuii lo return to tEte Planet View area, tlien aetect Build Mode by 
]ire.ssLiig tIjiJ X Btitlon until the Construction Truck eurtyor appears. Piisltion the 
truck over the area you w^aitt to build oji and pjess the A Bullon t(r begin 
COnsiniCLiOn. Scaffolding will appear. 

Btcli building occupies one or more squares, depending on its .size ajid 
complexity. An average of 2(3 colonisEa aic jccruited lo work on eacEi n-cw 
building. A warning message will appear if there are no colonists currejitly 








































, I avuikible Lo work on (Jie new construction site. If thk occuisi, WLiiL a minute or 


Lwo iht^ii n y 10 |>laci^ I hi: huiklin^ 


Con^lnicfion Ijikcii nnywheiic fiom one week to t'oui' inontlis, fiependinj! on the 
LjuilJinj^ The avemge consitiuclion time is one inontlt. If yoti decide to demolish 
II btiildlng oi‘ if it i-S cjtstKiycd In ;iit nliitck, the sireclurt tums ip nthhle. ']’o ctea]- 
the WLCckti^c from the scrceiu press the X Kutton lo sclecL the Demolish cursor, 
plnce lEie ctusor over llie v/recknge, itnd press the A JIutton to lemovc die 
wrcckagic. 


What tu fluild 


The ijiili:il buildings fnll into four liriud groups: Support Sysiems, Defeilfle, 
liidtistrial Etcvclopincnt, mid Comnninity fmhmiccmcnt. A network of basic 
support systems; is provided witli yoiir startup coNmy, so you don’t need U> worry 
about those right «w;iy, On the other hand, you would pnobuhiy he wise to shone 
up your defenses e^irly on and liegtn prepriring foi' the coming iUisnuJl. 'I hat done, 
you tan ticuidc whether lo llno-w your resources into indusiry or atlemE more 
directly to the needs of the people with hospitals and eivilinn gjttnts. VV licit In 
d<Hjlnt, listen to your (uk'isor>;— lliey cun puwirle invaluable n:;sisLunte in colony 
ntanagement- 


WheiTC to Utiild 

Each sitiriLip colony iotiutlesa Flun Pod, 
whicJi stores the colony’s energy reserves. 
All llui9dirtg.S: mu-St lit Loc£itcEl wi thin 12 
stjuaies of a Flux Potl. If you try to build 
outside the designated eiea, a warnirtg 
mcssEigc appctir? on the screen. You also 
get a wai'nlng if you try to hulld on top of 
rocky lerrain, lakes, orcvjccs, spate moss, 
trees, oi' other uitstii table areas, 'Tty it and 
see. 



You donT need a dtgi^ce in tity phmning, but tukc your time tiiid use sr^me 
contitton sense in the layout of yotu' colony. Don’t ImlId Loo close together or too 
IVir LL]>arL, and try U» maintain a scn»c of order. Pcmombcr, an organired colony 
contributes to the well being of your coJonists and raises the Quality of Life. If 
you’re unhappy wttli llio location of a building, you c,tn cell iit iliedCEnolilion 


crowds and then rebuild it elsewhere, hut this Is both costly and tlme- 
consnming.. .better to get it rlgltt die: first time. 

When to Build 

builti early I Once your basic cetlony is in pl?icc, keep on u‘ip of the sitnution by 
analysing the Information available to you and plaimiitg ahead, If you inciease 
the birth rate, be sure to have plenty of Hospitals and Living Qua tiers availnbJe, 
Once tile population maclies a certain level, you may want lo start thinking about 
adding Security Installations. If you buiJd I'anfc or Ship Yards, remember that 
you’ll aliavnceJ lo build Mints, Cheiriieal Plants, Fuel Tanks, Anns 1 jib[)rnt^Hics, 
and Stores, 

Check frequently with tbc Colony Adminisirju.n-, who’ll keep you up-to-date on 
the colony’s Air, Food, Fuel, Power, and Oie reserves. If yotn' usage starts to 
catch tip to your production in any of these areas, it's time to build new facilities. 
You shfuikl also pay regular visits to the Scniior Psycliialrist for rcpori.s on 
morale, population coitlrok and crime. Pay attention to all of your Advisors, but 
tIonT wait for them lo prompt you — by thsii lime it’s u]i^:ndy too laic, and the 
colonists may suffer for several months vvliilc the new buildings arc under 
construction. 

Ltpiblings 

'I'he following provides a brief description of each of the 2.^ original btiildijigs, its 
purpose, and the part that it will pluy in the- development of your colony. The 
bujldiugs Lliat lesLiIt from new invent tons ate described Jit a later sectioct. 

Arms Latmrjilory 

Produces w^eapouj wliicli arc tlien stockpiled In yoiu'Stores. Wcnjxms 
arc I'cquu'cd foi^ the CDiisfrEicliain of Tanks and Spaceships, 

ClicmieuI Plunt 

Extracts fuel from the ground for use In Spaceships ffanks do not tequEie 
fuel). Chentica! Piisnls nitwt he built nestr fuel deputsits. Use the Map 
SrCreon U) Eocale deposits cb\se to you r colony si le — you may liavc to guess 
at first, before the Fuel Detector Is Invented. Plant producLion depends on 
llio yield of fuel undcmctith It. 

ConiniantI Center 

Critical to the security of your colony. You imiy conslrtiel ns many 


































Ccunmniicl CenLerfiyiiyou Jiku^ buL only one. will Iw active ?lI any given 
tijiie. BecjitiJie ilic aclive CoinjiijiiiU Ccntc]' jj; ti priiiury tingct in Jtlicn 
yllttckiiK yi>Li would he wise to construct ai least one back.Lij> Ccntci'. If 
the active Cojutnand Center isdestioyed, the backup will be yctivLiled 
iiuLoiraliLirlly, Vonr eolonv can csist without an active Command 
Center^ but seveju! key JunLlioriH will .'iliuitirrv/n...we'll leave it up to 
you Iff tlijiCTtver wliar they arc! 

Finn Pod 

Stores stij'pluji power for laler use. 

An informa lion pnuc I is d i splniycd 
when you select a Plux Pod in 
Infonnaiioii Mode, This puncl 
indicates (he amonnt of power 
currejilty stored in all Plux Pods, as 
well ws (he ina.)tjitiLim number of 
sLet'jge units avjihible. Bucti Flux 
Pod cHo store 20 ptjwcr units. All huiltlingi; musl Etc locaicd wllhin 12 
stfuarcs of a. Flux Pud. 

Fuel 'Vuiik 

Slores rhe fuel produced by CheiuicaE Planls or acquired in trade. An 
infortnadon pancJ isrlispliycd when you selcei a Fuel Tank in 
Information Mode. Tlnji pLincl indicates (he amount of fuel currently stored 
itt the selected Tank, as well as (lie iLiaxiinuiLt number of storage units 
available in all esisiiny Fuel Tankx. Rach Fuel Tank can hold up to StiU units 
of fuel. Fuel Tanks uiust be located within eight si]naiv.>t of a Launeli 
Pad (fur refueling by Ship??). 

TToispituI 

JmprO'Ves ntoiate, ctije.s viruses, and enables you to eonlnsl (he birth rule. 

You may build as many hospitals as you like. An infonnation panel is 
displayed when yon select u l•[os[^i[al in InforEnaiiort Mode. Thisjwtnel 
indlcales the toind nuinhcr of Hospitals, the nmnbcr of medics employed in 
(hose hospitals, and the current birth rate (NONE, LOW, MEDIUM, or 
HIGH). To change the birih rate, press tbe V FtTEtlun nnlil (he desired birth 
rale appettrs. 



Hydroponics 

Controlled enviionnierii thid uses spcciahinlricnts to produce ftiod for the 
coJonisls. Each Hydruponic dome provides enough fond for fth) people 
[ler irumih. Tlie Colony A[lininislra(orcan provide you with food Storage, 
Production, and Usage figures. 

I.ia lioratory 

Staffed by seientists v;ho conduct les^arch and pniduce new 
inventions such 33 Qrc Detectors and Long Distance Radtu'. More 
ittldrmaliort about (hese inventions is given lutcr rm, Be sure to allocate 
ittoncy for Military and Civilian Grants or the inventions will he few an^l far 
iHitwiccii. Gi'arits arc funded on the Fimuicc Screen. The Head of Reseaieh 
keeps yoti up to date on the latest deve] 0 ]>jne[tts aitd lets yon know when 
ini>nc rnoney is ncctictl. 

Laser Ttirrel 

U,Hed lo {kfend (he colony. Once huiJl, they enter "atito seek" mode, 
cojttinuou.sJy rotating itt search of ti target. When an enemy is 
detected, the Turret fixes its position and fires at legtilar intervals. 

Its range is a.'^O-degree ctinceilending iippio,!tim3tc!y six squares 
in the direction of the banel. 

]..£iE]iich Pnd 

Holding location and refueling facility for Spoceslups. F 4 ]ch Ship 
Vartl must Itnve an adjacent Launch Pad on which ncivLy 
cuiistructcd sht|>s can he stnre<l until ucctlcd, .A warning 
message appears and ship ccmslruction halts if a Laujteh Pod is not 
available. Be sure lo place Fuel Tanks near each Launeb Pad — your 
spaeesliips will not bo able lotako off utiless tEtcre i$ fuel available. 

Yon can refuel a ship by Jandingoria l.amicli Pad, butojily if it is 
within eiglit squares of a Fuel Tank. 

Life Support 

Convej'ts the uribreatheabk planet atmospEKne into oxygen-. Eacli E.ifc 
Support unit provides euoiigli oxygeti for seveial tin nd red people pei- monlh. 
Life Supiwui units also store surplus air for Ea(cf use — (lie Colony 
Administrator can provide yrui with oxygen Shn-age, lYodnctkin, and 
Usage figures. 




























LivSny Quai'tLTK 

Spwisil ijpsuimcnls wlicic nJlcolonisls livt. lificli IniilJinj; provide!; 
enough s.pjice fo] 50 colcniists. Hie PsyeliiiLLiit; Ailvisyr repoils tm 
pftpulalion deniiLiy—eheck ^\vy< figure often, cspccinlly [j'you have 
incrcancxl the biitli rale. A detiiily of lOO^i- it\- liiglier rlecreaseii irioi'ule. 

nKlrutrls^Hie friniti the grounJ, Mines 
must be built near ore clepositii. 

I’lic lIic Mdp Screen ilj loCiite Jcposils 
close to youreoJony site — yoirll see 
more once your scientists irivcEiL ihc 
Ore Detector. Mine production 
depends on die yield of Ore 
undemeiith it, Ort is re(|uired for 
tlie const rucljon of Tanks end 
Spacetthips. Oems arc a by-prodnet of 
mining and ctiii be used rorlj“jding purpmsc?;. 

Missile Lauiirciier 

Used to defend the coiony. Each Launcher contains one missile, whicli 
must be fired by the player — see the scerion on nEIiTlNnTNC YOUR 
COf-ONY for inon: inforniation. You do not need lo aim the missile — if 
a target is present it will boine in on it automatically. Hie. iriis.sile 
will not lannch if it Joes not detect sm enemy target within range. 

The Missile Launcher will disappear once its missile lias been fired. 

Power Station 

Tile main [neaii*; of generating po^ver for your colony. Elach Poiver 
Station provides 50 units uf power |>er inmiEh. 

Radar 

Scan?; for upprouehing enemy craft. Ir^cmies are only detected when they 
are w Ithin radar range. Access the Ma[] Screen (4 1 view your radar coverage. 
Coverage is tleienriiocd by the number and position of your Radar lowers, .so 
build as many as you feel is necessary. Try lo po.sition Radar towcTS for 
]iiav:imuni cover, withoul g^ips Or overhip. 



Security 

Prevent cj'inie wiiliin Lite colony. Yon will be advised when n crirtic is 
conimitled, hut it is advisable to build one or more Seau'ity headquarterj 
before (he problem gets out of hand. 

Ship Yard 

Used to coii-slrutl np lo six dilTcrcnl types of Spaceships. Eaeli Ship type 
and the .SEiip construeL eoei process, described in a later .Hection. A Ship 
Yaid can build only ojie Ship at a time., so you may want to have seveml 
Yards to increase your productjoji capabilities. BO'tii Ore and Weapons 
must be availnble Irefuie a Ship cirn be bnilt. The amount needed is based 
4 ni I he si/e ami power of ihc .Ship. If stEpplios arc low, construction will stop 
until the Stores are repleuislied. 

Rememhei' to build a Lannch Pad ne\i to the S hip Yard {or vice vcr.sa). 

Ships will appear on the Launch Pad as they are finished. If there is no 
Launch Pad. a warning h given and pioduction stops until one is built. Kor 
nefucling purposes, Euc] Tanks mnst be plnccd within eight square-^ of the 
Lauricli Path You may eiilicr ptuciiasc the fuel or supply it through your 
own Cliemical Plants. 

Solar l^anel 

lAHV-tech mellioil of power generation that is cheap and quick to hulid, 
allhorigli rclativciy inefricienl. Each Poivir Stntinrt provides 2 units of 
power per mimlh. Solar Panelj; arc useless during llic freciucnt solfu' 
eclipses, so you may ex fEetience [jower .sliortages i f you rely heav i ly on this 
source. 

Sports Comple!!r 

Provides rest and relaxation lior (lie colonists. After building a Sports 
Complex, y^m may cull an event tmcc every three inontlis. Events open 
on the fir.st day of the nexl mOnlh anil last an entin; month. Calling an 
event IhhisLs the morale of tlie coloni.sts, hut means that little work 
will be done since everyone is in anendance. 

To call an event, switch to Jnformation Mode and select the. Sports 
Complex. An information panel lets you fciwjw wlicthcr or Jiol an event 
msiy he calkd- To call an event, press the V Button. Press I lie A 

























UuUoii or llic B Bii((uiii to cxiC without OLnlliiig mu 
S tore 

Uiiid to store vjirious ilentx for JiiLer 
use or Li acic. ‘l liese items ^iiie: 

FOOD, ORE, GEMS, WEAPONS, 
and TECH GOODS. iLejiis fue stojieil 
Jotoni^iLicjl] ji oiK-o iliuy iine innight or 
pnxhiccd. Encli Store CLin hoiJ 11 
luaxiinuinof ](MH) ujiils. A w^irning 
lues-s^gc uppcsirs when your eKislmj! 

Stores tme TulL 

Tnoh Vni'tl 

Usotl lo consiLnici Tanks. Both Oiti: und WeaporL? line rorjiiined I'oi" 
tniik pruductian, CousiniLtion bc^jins as soon as ihc Tank Yard is 
hoik and Lontinocs (tip to 100 tanks] as Jong as tiieie Jie availairde 
ncsotucea, prodirciiig one Tank eviery rwis ro three months. Each Tank 
Yant eiin hnilti only onc Tank at a time, m yon may want to liave more 
than one Ytird to mcrcase production. 

Once Li Tank is built, it will appear in nny empty square itnmediately 
nest to the Tank Yard. Thus, a nmitnuin of eigjit Tanks may ho around 
a Tank Yard at any one time. Jf fill eight squares arc occupied, Tank 
|>i'o<hjction halts tiiui] one or more of the i^quares is made available, 
j'anks do not require fuel, and may he iiKtved nway from the Tank YartI 
at any lime l>y djiieeting them to a spcciJ’icd Marker. A complete 
CKplanatlon of'l’ank deployment is given lEt alater seuiirsn. 

Workshop 

Produces Tech GotJds find' trade purposes only. 

THE ADVISORS 

As Colony Leader, you lue fojtu naie to have elI y(.niT d isposal six cxcclJcnl 
ailvi.sors. Press the B Button to display the Hand cursoj', then select the Face 
icon at the hottoni of the Main Scjcen unJ press tke A Button to drspl; 3 y the 
.Adviiiotf; Sci'een. Tlic iulvisors tircr 



Senior Psythintrist Civil Engineer Head nf Research 

Colony Administralor Financial Consultant Stipi'enic Coimnnn'tler 


Each Jilvisor provides constant reports on 
the staULS of their particular area (}f 
expertise. This ineliidcsday-to-tlay affairs 
as welt as crisis sltutiitons. You may 
follow' theij' advice or ignore ir Eind choose 
your own route. To select an niclvisor, use 
tire Control Pad to position the TfanJ 
cLii'.HOr over ihat advisor and press the A 
Butl'On, 

The first display pajiel siiows lire name of the advi.sor and presents the 
inrorjiiatioi] lliat ilic-y have galhcrctk Press the A Bui Ion again to display their 
Eld vice. Pjcss tile B Buttnii to return So the .Ad vi-sor Screen while viewing a 
panel. ,Since the game i.s paused on iJie Advisor Screen, you may spend as much 
time SIS you like viewing the in format ion. Each of the six advisoi'.q and the 
information they pjovide are desej'ibed in moredetEiil below. Picss the B Button 
to exit this .scieen. 

Senior Psiychratrist 

Tire Senior Paychialric .A(Jvis(.ir keeps traek 
ttf ihe total number of colonists and how 
each colonist Isoccupietl. Categories 
inciLEile RiJiltlcri, Technicians, Medics, 

Scienllstx, and Security iiersonnel. I-Ie also 
rejiorl.s on the cuirent moniic, bii lli rale, 
population density, birth, and death figures 
for the pmvioui; montEi jitd any erirnc 
oeenrinjr jn the colony. Pay |?artietilar attention to the population density, which is 
liie percentage of uccupicsl Li v i ng QuarLcri. As long as if Is at or below I tKKi-, 
your colonists will be adequately housed. Densities above ItHM- decrea.se the 
colonists' morale. The Advisor piovitles a Wnii'ning when the figure rises 
above 90?(-. 























































A li ni Ell tflraLciir 

TlieColoili' Ad]llillistnfoTrqfl>m an the 
status aJ tive vital commodities' Air, 
Pood. Fuel, Power, smd Ore. Feu' oach 
COitiEiiodity, titc Ailininistnitor identifies 
tltc amouni snjrcil, lite smujunl pnodiiced 
la&t iiioiKli and tltc amount used Iasi 
iitonth. As you. look at tltis: soj'iseLt, make 
sure tiuit your monthly ustijtc fijjunes iUv 
noreJtue<a[ youi' fuyiduetion figures, ffyou 
jre using more (liatiyou produce, you i' 
stiEnes will dwindie and tlie colony wilJ 
licgin lo suffer as a result, 


Cli^il Engineer 

Tlte Civil Eiigiiieet' [Jiwidcii an 
alphahetieaL lisi of all available build i ngs 
astd other struct LI res, and indicsitcs liow 
many of each are c uiTen Liy present i n the 
colony. 

[[end of [tescnrcli 
'file Head of Researeb iclenliries the 
current Tech Level, tlie number of 
Laboratoii es and Scientists, and the 
ajnmint of money left in the Miliiary and 
Civilian Reseaivh Gj'ants. Volil’ "E'eoli 
Level will incrcsisc if you buikl more I.abs 
an J fun J more research. As the Tech 
Level advances, so docs the tjuality and 
quantity of seiejitifle bretiklhrouglts. 


Finttncin! CmiSullant 

The Finjuicial Cojisultant keeps track of yE'nir Inciune and Expenditure for the 
cnmcni month urtd yciu', the Tas Rate, iind Current FtmtEs. ClrosH Incanie is 
supplied front tliiec separate sourCtSi; the Colojiy Grant, Trade Income, ari<l 
Colony Taxes. The Colony Support Grant is money supplied to you evety month 


for the J 1 ]-SL rew years (0 help ^et the 
colony off lo a good sslttrt. Trade Income 
is the profit you earn liom seEiing auqdas 
gwHls. Sec the section on FINANCE 
AN!> 1 NDLSTUV foj'jnojtt hilornialion 
about trading. Colony Titles arc eollectCil 
from yoLir people at ihe. fipecified r;ite (0 lo 
20 ^ }, 1 ’hebftjic las rate ij 15 ?^, hiUyou 
may indicate ordcencaKC this figure on the 
Finance Scieen. It’s no surpiise that a low 
tax mic improves colony morale. 



Suprente Commandei'^ 

Tlie Supreme ConiinanJcr reports oti youi' 
defensive and offensive military status 
detailing your arscEtai of ground-based 
weapons. Tanks, and Spaceships. 



THE MAP SCREEN 


Press the B ButtorE to display tli^ I land, 
ctijsor. thcti select the Planet icon at I he 
bottom of the Main Scj'eeEi aEiJ pL'esx the A 
Eutton to display the Map Scntwii. This 
screen show.s the entiie planet surface that 
is si vaLlabk foi'tolojiisulioit, Flat laiain is 
showji in black. Rocks, trees, Jakes, and 
otl’ier luEEdscape feature.s ai^ahown Ice ligjit 
gray. ' I 'he circle of darker gray 
sumEuiidirig ytnn' coloEty represerEis your 
initial radar cos'cragc. This coverage will 
incicase as you add more mdar Installations. Markers fnumitered l-H) indicate 
the ioeulions lo which you may send Tanks or ,Sp<iteshipS. Sec Ihc sect ion 
entitled DEFtiNDING YOGK COLONY for moreiiifbrntalion about Markers. 









































































































ThepuTlicin of the planet currently tlijiplLiyctl on the Main Screen isi enCldseJ ill a 
flosiliijig ftquare l1it; map. A magniL'ieJ vievr' of this area al^o appears in one 
ccjincr of (he screen. You niay use the Condo] Pud to move the scinyre aioun^l 
the map. Nmiee that the niagnificii view elianges iiccorJiiig])'. Press the IS 
Bullon to exit the Map iicreeii jihI return to the Main Screen, When yon letnrn 
to (he Main Sciicei], (he new aieu defiiieti by the stiuare will he tliMplayetl. 

Map Screen Mtrdes 

The Map Screen piovitles you with access to three viewing modes thsit tiispiay 
different asi^seis of your colony. Press Ihe X Button (o switcli hotwocn inodes, 
'lire legend at the bottom of the screen changes to identify the eiements displayed 
LM e:icli nitnle. The motics arc: 

Buildings Made Ore/Puei Mode Weapons Mode 

Buildings Mode 

.Shows ail of the buildings in your colony. Command Ccntcr.s, Scaffoldings 
Wreekage, KIuk Pods^ Living Quarters, and Power Sotirecs arc eolor-cotlcd for 
easy identification, 

Oi'e/Fuel Mode 

Shows (he loeation of Ore nnd Fuel deposits, as well as Mines and Cliertiical 
Plants. This view al50 shows Cortnuand Conters and Living Quajtcrs. Note tiiat 
most of the Ore and Fuel deposits will not appear until you have tliscovcrcd (hem 
tthrj.njgh llie invenlion of the Ore r>ctector or the Fuel Detcetiir). 

WeapeiLS xMode 

Shows the loeation of ali defensive weapons (Mis-siic Silos, Gun Turret!;, and 
LjEtd Mines), Cortmiand Center:;, Ljuneh Pads. Tanks, and Ship.^i (hodl iVleLtdly 
ami eitemy). 

FINANCE AND INDUSTRY 

Ahhoti^i rijtaneial eoncertt!; aitd iudustrial production may initiHilly take abiick 
seat, they cannot he ignoreti in the loiig i'uii if you intend to laise the standard of 
living and protect your colony from invasion. Finances include such things us 
(jadc, EuKCfi, and resetireh grant!;. A thriving EnduH.triul sector uliows you to ereate 
Tanks anri Spacesliips, a:> well as Lech ideal goods for oade. Each ii dcscjilrcd 
hc-low. 


Page 34 


Press the B Butlnu to display the 1 land emsor, then select (he $ icon at the 
hottom of the Main Screen and press the H Britton lo i lisplay I he 
I'lnaitca/litdu.slry E’uiiels. These screens are; 

* liiiimice Organisation Panel 

* (itdtislry Inf'onnation Panel 

* iVlaiiual Trading Panel 

T(] rndve fr\ini one paciei to the nexi, posiliori the Cursor Over the X icon in tile 
lower left corner of the panel and press the A Ruttun. To return to (he Main 
ScreriU froii] any panel, press tlie B Button. 

The Finanee Or^uniiy.adon Panel 
The first panet Chat appears is Che Finance 
{>i‘gm],i;cfitlon Pfinel. The irtforniatiori ai 
the top of (he panel relates to autoinalic 
trading, if you iiave the time and (he 
rnclinacion, you nmy also perform inanual 
trading, whicii is described later in this 
.section, l"he remuinEng informal ion on I he 
panel concerns taxes and grants. To 
change One of (ho valnO-S On this panel, 
hLghlight the value hy positioning the cur.sor over (hat line. Press the X Button to 
iaerease die tlgure, or press the Y Button to decieasc It. 

AuEomatic Trading 

'the six comnunlities available for trading are listed at (lie top of the Finance 
Ocgmihcotion Panel. I1ie.se comiiiodihes are.: 

FLiEL FOOD ORF 

OHMS W|:AK)jNS TOCN 

Hie MNl'PS eolurnn sliows you how many units of each commodity are currently 
available. The KEEP columit shoivs you (he |>crccn(a.gc c?f cuch cominodiry tha( 
is being letained for colony use. The default value is lor all eoin modi lies. 
TIk compu(ci' performs automiUie (rading oneo a mprdii, based ort the 
percentages shown iiere. If ito nnlts are available, itoiic w'iil be traded. 

Since yfiur colony does not U.se: GEblS Oi' TECH GOODS, you can safely set the. 
percentage for both of these commodities (o 0. Y't^u muy uLso wish to chemge the 
































otlier veil lies tiasetl on the needs of your colony. a!tlioii|!|i it is probably not wise 
Id Lnide mure ih:m (if your FOOD, PtJEL, ORE, iintl WFArONS. .Monitor 
tills pane] ihrouglioiit the gaiiic to see where suipluseii tire building up, then set 
the values JiceorJincily. 


Taxes 

Once the Colony Grant runs ouU your colony will need to become fifiniicially 
self-.sufiiCLCiil. Callectiijg lases rrciin youi' colonists is one way of eariiing the 
money you need. Tlie bask Uix mte is 15^f. You may ledu-cc or increase this 
atnount, depending on yom'tlnancinl needs. The lowcj'the tax mte, ihc liiglrcr 
the colonists' morale. The valid nuigc is0-20?f. The new hu rue will uol take 
effect Linill tlie first day of (he ne-ih year, and will remain in effect ut least one 
year. 


Ci rants 

You are responsible for funding tliree grants. These grants arc the MilElary 
GronU die Civilian Grant, and die Spying Grant. Yolij' seicritisls will discover 
useful iicsv inventions more quickly if you supply ihcm with rrn>rLey in the form 
of Milit^ay and Civilian Gian is. Millttuy Grants go toward the development of 
new wcfipons and better defences, CivjlEun GmnE.s go toward environmental 
research and other non-niLlitary pursuits. Y'oii also must fund the Spying Grimt 
ill Older to receive iiiLblligencc icporLs friun your Spies in the tlcEd. No spying 
v/ill be done unless money is tilloeatcd to tills Grunt. Y'ou may give as much as 
you wish fivnri yoar Current, funds, lu auits of The Current bunds ainoual 
at the holtom of the |ianci shows how much will be left for general use. 


'J1ie 1 ndustry liifoniiaitiiui Fanel 
Tliispniriel sltOws yOu bow many colouisls 
are currently employed in cacli type of 
industry (cscluJiiig building eoiislraetlorll. 
Tlic average is 10 employees per building. 
Each tyjie of work is identific4.l by the 
buiUEing Eissociated with if. These 
buildings are: 
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Indiisiry 

ARMS LAB 
CHEMICAL PLANT 
MINE 

SHIP YARD 

tank Y,^Rr> 

WORKSHOP 

HOSPITAL 
LADf>RATORY 
SECURITY 

Montlily prixluclion figui'Cs arc given J'or the first-Six iiHliisnicS. Weapons. One, 
and Tech Goods are sent to your Stores uittil aeerlerl. Fuel is stored in Fuel 
'FanJts. Sjiacesliips appear on tiio Lauueii Pad, wlikh must be built next to the 
Sliip Yard. 'J'atik.s ap|>car next to the I’ank Yoid. Prodnetion figmes are not 
provided rorHO?3P|TAl^, LABORA'I'ORIES, or SECURITY hca,dt|uaLlcrs. 

Y'ou may only view the iriforinjiirni on lliis piincl, not cliange it. To ioere^L'iL': the 
Ltutuber of eoliLini.st.s employed in a particular area, construct more bnildings of 
that lype. To decieuse the n limber of colonists empJoyetl in a purtkuiararea, 
dcmoli.Hb one or mojc of ihosc buildings, [ncresising the number of Icclmkians 
raises piVKlucliou icvds, bat at Ihe same tiui^ icnluces llie iiuniherof colonists 
available for new construction. Y'oui goal Is to find the right bal^uice between 
industry, service, and construction. 

Manual Trading Psmel 

The six coinmod I lies available for manual trading arc the same used in 
auLolradingL KUHL. FOOD, ORE. GEMS, WEAPONS, and TiiCH. 'lire four 
values across from each commodity show you titc follow- ing information: 

UNITS Units on liaitd 

COST Current market price per unit 

.SU Pl^ U n i IS a vai I able for y ou to buy (S L’PPl A') 

DEM D U n i tfi requested hy ollie r colon les (DEM AN D) 


Pniduel 

\VeiipoTis 

Fuel 

Ore 

Spacesltips 
Tanks 
Tceli CrDOik 
























I^o^hioii the CLii^^or over ti line to higlilight 
thijt liiiL. A pri»[iipiL jit the Iwttoni 

of the pend if you ere uhlc (o buy or sclJ 
thel piK'iduct. Pro.'iK lIjo Y liutton to cjirry 
out the tfunKictioii. No prompt appeari if 
there is no snppEy orrfcniand foj' a 
pi wluct, OF if yon Jo not huve any 
aveilable foj'tiude. Puiche&ed fuel h 
.Ktoii{M[ in Fuel Tanks. AH Ollier j^oods yO 
to youf Stoj’es. if you do not heve the 
neees^bury faciiilies Of if iheevistirtg facilities ere fulE, you ^vill not be allowed to 
buy any goods. 


The cost, supply, find demand values for each coniiiiodity will very from month 
to mOntli. You ctm buy Only as many units as arc available (,SUPP), and you can 
sell only as many units as are needed l>y others (DEMD). As in eulotraJiiig. you 
may sell as many GEM.S and TECH GOODS as you arc able, since tltese ilemfj 
arc not needed hy the colony. On the other baud, bt careful not to cut too deeply 
into youf fcserves of such vital comniodjties ;ii FOOD, FLiHL, OKfi, and 
u'EAPONS. You may wish to consult with the Colony Adiuinistrator first to 
review your Storage, Protiuction, and Usage figures. 

If you suddenly find ymioieir sliorL of a vital commodity sndi as FOOD, you may 
be able to purchase enough to take earc of your short term need.n while additional 
pinductioii ractSitic-s are being built. Try notto rely on this melliod, liowcvcr. 
Prices may rise dramatically, or titc supply may dixjp off jnst wlicn you riccd it 
most. Better to exceed your owji production needs and sell Lite suiplns for extiii 
cash. 


WIten you are finished Lrading, press the B Button to exit the panel, You may 
only perform maiuial irading once a ntoiuh. Thcjcfore, make sure you complete 
all necessary trading before exiting this panel. If you have nlready performed 
rnaiiual Lradijig during the eiirrejit month, a Jiiessage to that effect will be 
displayed and the ^4unual Trttding Panel will not he available. No aulotrading 
will take place during :my mojnh in wJtieh you perforin manual (nitUng. 
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SPYING 

In the Lraditioit of all gieai exjransioni.'jl 
powers, wc recommend that you take up 
spying. ..how else will you know what the 
enemy is up to? Your spies arc pstid in the 
form of tt Spying Gram, which you fund 
cm ibe Finaticc/lndui^try Fniiels. Tlie 
more money you give them, the more 
iiitciimaticm you’ll get back, ajid ilie more 
reliable that information will be. Spies arc sent into the field automatically once 
you piovide Lheju wiih funds. Tlieiri^porLs will apperu'cn the Spy litfnmmtimi 
PnrLCl ;i.s inhirmaLion heccMues available. 

Once you .sec a message telling you that an Intelligence Report is availab'Ic. press 
Lhe B Bui Ion to display Lhe Hand cui'.'tcir, then select the MagnEI^'iiig '{’ilusi{ icon 
ui ilic bi^rtom of the Main Screen and press the Button lo display the Spy 
Infuniiatim] Panel. This ptmd in rmtii shafii-.-a 

irtrh'cs. 



IntenigcrLCL Reports 

The cumciit Surveillanee Level is displayed at the lop of the panel, tiloiig with the 
amount rcmainijig in the Spying Gram Fund. 'Hii!^ is followed by the pagecimut 
ami rtpuri count, anti then the report ilsolf. Typical reports include descripthjns 
oftlie aliens and their weapons, their Tech Level, and the likelihood of an 
innuinenL ultaek. The more money you proviiEe, the more reliable |lic 
information will be. Keep an eyeoji the amount In the Spying Grant, as it 
decrca^a^s over time. If the numey ixinS out, no .spying will take place uulll more 
funds arc a I located 

Ef there is more than one page in the current report, the vvord "jMORE” appeaj^ at 
the bedtont of tlte .screen. Pre.ss the Y Buttml to display the diddiLional pagc(s>, 
Old irslclligciicc repoils remain available at all limes, even afler new reporis 
eojiie in. The most recent report appears firsL, followed by arty pievitjus imports, 
[f more Ilian rmc lepori is uvuliable, piitss the X Bultdni to display each of the 
earlier reports in turn. iYcsi; the B Biittun lo exit the Spy Infmanation i^niiel. 




































T/jv-cl 

Tliree \cvt\y. cjJ' jiLii veilliittLe. niie po.saible^ depending on the timdfi proviilcd in the 
Spying Grnni. The higher (he spying Jcvcl, (lie move niLiekly the funJii uie itiied 
up. The c|ii:]liiy nnd cjuiiniiiy of Lite iiironruitifui you reosive depeiKis ciKirely on 
how nuiohycuTre willing lo spend. Tlie levels nre: 


1; [.i>tv Level Survdiliiitctv A mini ittnl fiiucm ill of spying will be 
eujjiedouL. 'fhe intbniiation pnovidcil will be a mixture ofbusio T^cts 
nnd ^i|ieeii]nl ion. 


2: Normyl icitellEgenee AclivUy. Your spie^ will provide a 
regular .supply of hiii'lv leliubLe inforniatjon. 


33 ^peeihl Opcraiive-s; in 1 kse. Your best ageiUjt will ctury oul 
diuigeious infiltrellon itiiiis^lons lo bring you (ho hlghoiil ttoiility 
iiifoniiittioj] possible. 

DEFENDING YOUR COLONY 

Yw may iliink (hut keeping your jieople houiied, fed^ end happy is enough to 
keep you out oftfoiihlc for the iic.!(t few years. Wclh guess wluit? Tliink again. 
You're not the only life fonu aittrnpting lo eHiatilisti eolonies Jii this sector of the 
giilj.sy, you know. Wliejevef yon go, you're bound to cncwnKcra few hostile 
n I lens... sooner or later. 

O.K., make that sooner. The Alien Fedemtton has claimed (hisquiidiant for theii' 
owiIl aiul they're not about to give up wjihout u figin. Eaeii planet is oceupied by 
a different alien I'jiee wito art deteruiijied to Itave (lie cnlijie ]>lane( surfnee for 
(lieinselves. As you’ll fln<l out, tliffcrcnt alien l aecs use tlifferent battle tactics. 
Some rely on air-based weapons while otbei'.s use ground-based artillery. The 
small ones use a combination of the two. Take advtinlagc of your spying 
eapabililies to scope out tlieoppc.isitiori...ttilierwhseyoLrre liable to find out (he 
liaid way. 

Your biisLC weapons inehi'tle I.aser Torrets. Missile LaLiiichers. Tanks, and 
.Spaceships. All are vulnerable to enemy altaek. Laser Turrets and Missile 
Launchers inuirtlaiii fixed positions. Tunks and Spaceships can be moved to 
various locations using specially placed Markers, and will fire antoinatioally at 
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enemies widiin thieo atjuaiw; rT their positionr For hcsl elTect, place tiicsc; mohile 
units Lhroughoi.it the colony (o ae( as send'ies. Coucentraie most your Ibrecs on 
the edges of the eitlony, but he ready (o deploy tltcm to any area when an enemy 
StJ'i ke i>i:eiirs, 

If you build J.^aboratories and fund Military Resenreh, your scientists wilt reward 
you with heljilul new inventions like Land Mines, Bomb Detectors, uml Spy 
Satellites. Sec the sectiorion UESEARITI for more iiiEbriiiatioii. 

Laser Ttjrrets 

Laser TuireIs nsc auto-Jiccklng sensor devices to scan the surrounding area 
continuously for alien forces. .A 'J’umet will lock tn and open fite if an enemy is 
detected within sciuarcs of its location. Lascj' Turnits are best built where they 
can cover a wide areru itway from hoihlings and other obstaeies. A goad 
defcitsive SiriUegy is to circle your colony with Laser Tuanels to cover all 
approaches. Sec the section on BUILDIN'TjS for more information on Laser 
TurreLs. A note from lI>c Head of Rcscaicii; your suien lists arc eumciitly 
developing a higti-powered veisian of the Laser Turret, called tlie Plasma Gun. 
SoLind.H promising. 

Missile [.atiiiclici'g 

Bich Missile Launeber is efitiipjted vvith a single higji-densiiy explosive missile 
thtii you must fire. Because they have a limiicd range. Missile i..aLincliers should 
be positidiiud (in (he edges of your colony. Rtimoj' has it LiiaE an improved 
version willt greater range and explosive power is in the works. 

■fo fire a Missile, position |hc Question Mark cursor over the Missile THamiehcr 
and press the A Bultoji. The missile will largei autinnarically and then home in 
on any enemy wathin iis riuigc. ,A message will inform you if no Largol is found. 

II (be target is destroyed before the missile reaclics it. the missile will e.xplode 
harmiessly in the air. Once the missile is fired, the. [.aunchcr will rlisappoar. 

Markers 

Markers are IJltle fiags that identify (be locations to wliicit yoiu' Tanks iind 
Sjtaceships can be sent. At (he beginning of a gaiiio, eight Markers arc positioned 
aniund the staiTup colony. You can oliange (he loctitioiis of tiie.se: Maikms 
wlieiicvcryou wish. Place yotu’ Markeis; wisely — a .successful defensive 
straleiy depend.s in large pan on (lie effective deployment of Tanks and ?hips. 












Repi unini; ii MLifke i’ 

To repos i lion n Marker, llte X 
lUiUnii uiilil ilieQueMioii Mark cursor 
yppear>:oii llic Planet View. Position ihe 
curs*]' ovc]- (.he sjiot you ^voutJ like lo 
move a M urker lo, ihen press (he Y 
Ikuttun. Use the Haud cursor to select a 
Msirker riLiirLl>er, then press any button «> 
move (he sclcc(ec.l M^uker to the jiew 



position. To enil this screen vvi(hou( itiakiuj! ncluinge, move (Ik H.<uuI cur.sorolT 


the Marker niniihe.i'.s Jind press any balton- 


Tniiks 

Mobile. I’ank units enahJe you to dcfeml your colony more effectively, antJ c:ui 
even be usetl to rHOunt a pre-emptive. s(rike nytiinsl alien cities (see bclow>, In 
oi Jer (o conslrucL Tanks, you nccJ both Tank Yards anJ a ruiujy supply of Ore 
uiuJ Weapons. You may (radc for thc^e jiooJs, oi' pioduce llicm yourself iiy 
building Mines an<l .^nus L^ilnuaLories. Sec (be section on BLTLLHN-GS for 

dcLuils. 


A fully <.>pciaLiO]ial Tank Yard will prtjJuce one Tuiik every iwo (o (hiec moudis. 
The finished pnoduci appeur^ iit uiiy open sriuarc imiucdiaicly nest to the Tank 
Vurd. Move your Tanks into position using ilie Markers, as described helow. 
Once in place. Tanks are- always on the ale it and will fine at any enemy prescoce 
witbiu three squares of (lieir loeatiod- 


Dcpl oving Tank Unit s 
To send a Tank to a Marker, pn.sition the 
f^ueslion Mark cursor over one of yonr 
Tanks a(3d press the Biittnn ricrct^ 
rapidly. Au informatton pEinel appeals 
shovviu]! I Ik selected Tank’a currejK Hit 
Points and the total nuniiber of Tanks in 
Pperaliou. Select a des(i nation Marker by 
positioning the etnsorover a Marker 
nuniberaitd pressing the A Button. Select 



Page 42 



the letter A to send a Tank to the Alien City, (ff your spies have not yet 
dii^covcred the Alien City, this oniev will nisi be obeyed.) 


Nest, position the cursor over the number Ofl in the line SEND IM) TANKS TO 
M ARKf^R X. Piess the X BuEtnn to increase thifi number ajid press the Y 
Buttnsi to decrease it. Wiien you arc ready, press the B Button to exit this j;creen 
anil ilcpioy the selccied 'I’ank. If you wish, you may scroll the Planet View ici 
watch the tank's progress. The Tank will continue to move only while (he main 
game sereen is ill splayed. If yon iicloc( inoie than one 'I’ank, the chosen Tank and 
those closest to it will be sent. The Tanks will drive (o Ificir new locaLion and 
stop wften they leaeb it. ff they cajinot teach llie designated Marker, they will 
patrol around (he vicinity. 


Tank.lnventjonsi 

One of (lie advances rntwic possible by sciemiric researcli is ihe I [over Tank. 
This new and improved model is mote posverfiil than its predecessor and uses a 
hover-jet propulsioti mechanism to advance easily over ntugli tertLiin. WeE3 
worth die in vestment, wouJdtYtyou say? Another invention you may sec in the 
futuic is a Tank TelejiOd, a rieviec which al]ov;s you (o transpoil Tanks instantly 
From one location to another. 




Spaceships 

Like Tanks, Space,ships are positioneti using Markers and wiEI [iLitomuiically fire 
on enemies within tluec squares oFtheir position, 'i'hey, loo, can be used in 
offensive assnulls against the enemy and rcquiiie Ixdii Ore and Weapons during 
the construction pjvjoess. However, Spaceships are more I'ersHitilc than I auks in 
that (hey ean fly over obstacles arwl pi assess a wider range rtf weapiHi.s. 
Spaceships ukso require Fuel, which can be bought on the open market or 
produced in Chemical Plants, Sec the section end tied Ftuildiugs for more 
information. 

Y'our ,Ship Y'nrds an: inilially equipped to build five diFtenetU types of S|}acesh[ps 
A si>ith Ship, known as the Fusion Cruiser, is cunrcntly in development. This 
Ship is oud&ar-powei'ed arul tiocs not need fuel. TJie. larger and more powerful 
the Ship, the longer it will take to bLiikI, the more Oin; and Wcap^.n 1 s it will 
require daring construction, and the more fuel it wili use. TJic Ship ty|)es are: 



f 












































Ship T ype Hit l^oints Fuel Out 


Ship Type 


Hit 1*01 nts 

Fuel 

Orii 

Eit]>loier 

0 

in 

HO 

50 

Fighter 


20 

SO 

50 

Assauit Craft 

.1 

l.'i 

120 

100 

Cniiscr 

4 

20 

200 

ISO 

Fusion Cruiscj' 

4 

SO 

none 

8 

\Var.slilp 

5 


240 

240 


iiiiildiii^jiJSjKice^IjiE 
Bel'ort huildiiij: li Ship, fir^L injike ?iurt:- 
th(iL yiHi hiivc plenty of One, WcaptsnK, iind 
Fiitil. Build each Ship Yard next to a 
i.aiJiKh P?i<l, ^ind place^icverrtl Fuel T^ink.s 
close by, A warning message svill appear 
pri the screen if you. <lo not have enough of 
n p<micuJar inalerinl. bach Ship Yard 
construcis only om Ship at a time, so you 
shoukl hiiilcl scvcnil Ship V'nrtls to speed 
upconslruclion. 

To select a Sliip, position the Question Mark cursor over (he Ship Yntd and press 
the A BiitLou. 'lYic i n forinatioTi panel shows a piclure of each avai labile Ship. 
Position the cutsor over a Ship (o display its name, the amount of time needed (o 
bnild, and the amount of Ore rcquined. A tier selecting a Sbtip, press any button Lo 
begin conslnicLion, 

You may follov/ the Ship's pjogress by selecting tbe Ship Yard during 
cciiistriteiion. '['he liironnatioii panel will display LKc iiLuiibcr ot'monlhs 
remaining, A Lone will sound wlibn const ruction of (he Ship is complete. Once a 
Sliip has heen built, it will appear on (he adjacent Launch l^ad and fill its tanks 
from nearby Fuel Tanks. 

'lo deploy a Sliip, position the Question Mark cursor over the ship and press (he 
A Ttiitlon OL'tce rapidly. An infortTmlion panel appears showing tlie selected 
Sliip’s eiirrenl hit points, the total number of Ships in opera(ioii, the selected 
Ship’.s fuel usage, iis current rmder.s, and new' Orders. When you select a new 
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Ship, the new orders will appcju' as 
"(NOCHAhlCE)." 1Vi change the 
orders, pwidon the cursor over the 
ORDERS option and press the X 
Buttoitor the V nuKuit tocvele 
i.hntiugh the options. 

Two options tlddCHT/LAN'D and 
KLItiH'r/l lOVER) rc(|uire you to select 
arleslinution Marker. Select a Marker 
by positioning the cursor over the Marker number and pressing lEie A ifu[loir. 
Select the belter A to SCIkI a Ship to the Alien City. (If your spies brave not yoL 
discovcied the Alien City, tliis onber will not be obeyed.) Your opLions arc; 

(.NO CHANGE) Nothing will happen. 

LANDING Ship will attempt to land at current Iwution. 

HQV l{R| NG S h ip w i LI hover at current location. 

FF.IGHT/LAND Sliip will Jly to ibie selected Marker and 
at tempt to land there. 

FLICj] IT/HOVI^R Ship will fly to (he selected Marker and 
hover there. 


CONSTRUCT 
CAT INCH PAD 


FLY TO 
ENEMY Cl'TY 


A va i [able Li) F.!ipl(iTieT Strips oil ly. It w i 11 
construct a launchpad at itscLirretit 
location and tlicn laiul on it. You may 
Start II new colony at the launch iKid .site 
by eonstmeting a Flux F\:)d, whicit imist 
be. adjacent to the launchpad, then other 
hutklings as ncetled. 

Ship will attack Alien City. TlieShip 
will JlOt (jhey this older if (hc city has 
not been discovered. 


Hit Points 

Hit points for each Ship aie shown as current points/ma^timuin points, \^'ilen the 
current hit points are rediiccil to ^cro, the Ship Is destroyed. 






















Fuel U^ aa 

Onccji Ship iiibuitu iL will ucil conUiin Jiny fuel unless (here are Fuel Tunfcsi 
nearby. If there ure no Fuel Tnnks within ei^lrt squares of the Launch Pad, m 
tens! f>Jic Fuel Tank will have to be built before (he Ship can rake o11. After 
building your Fuel Tank^i, make sure lo ftll (heir. ’I'ftu can trade for fuel [the 
trniks are filled ;nitoiiia(i'eallyh t>r extract ii fnoin the giotmrl by placing Chcnucal 
Plants over fuel deposits. On each Spaceship display |ianel, fuel shown as 
current fuel tintCs/maidmurn fuel units. 

Sliips use fuel ilui inp takeoff, landings flying, and itovtriiig. Tlicicfoie, yon 
shcnild land a Sltip wlien not in use. You ean lefuel a Ship by landing it On a 
Lanncli Pad (you will need to place a Marker on the Luucteh Pad to do so). If 
the le are Fuel Tanks nearby and if theic isenougji fuel avail able, the Ship will 
refuel athomatically ut fait eafisicity. If fuel rniis out while a Sliip is airborne, it 
will crasli. Widi the proper facilities anti cnongli money, yoiirscicntisls inay 
eventtially develop a, new invention called a Matter Trstnsporter which will allow 
you to refuel yoLir ,Shlpfl in night. 

.Allackingait Enemy City 

V'unr .spiej have brought liack reports that the alien colony is vtilnerahic. TiKir 
Tech I .evel is still low,aiui their defenses am [>oor. Should you wait for Ehc. 
inovilabic attack, oi' take (lie initiative and strike first? If you elioo-sc to attack, 
you may Lie able to set vour opponents Mck yeaj's, or even wipe (beni out 
coniplctcly. Heside.s, e veryone kjiosvs titat successful buttles are good for 
morale.! 

When you .send your Tanks mid Spaceships Eo dcsErviy (he alien city, you'll 
receive progieis reports from the front, but wsmT be able to view the assault 
directly. Check (be .Spy Inforrisatiott Panel for the latest inforinjiion and confer 
with you I' .Supreme Commander if yon nccil advice. You may send 
reinforcements at any liino, but rcnieinl>er that any forces sent to the alien city 
w] 11 not be avai I able to defend you r colony. 

THE COLONISTS 

Each colony starts out with 100 colonks|.s. Hie pojmlation wiJI increase Oi' 
decrease as a r-esidt of biitli.s and deaths, although the general trend vviil be a 
grudual increase over time. 
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riii-ths and Detdhs 

The initial birth rate is sei to I .OW. Yon may change this to MEDIL'M, I liGM, 
or NONE, depending on how quickly you want ilic jwijmlatioii to increase. To set 
I he birth rate, first you must build tt Hospiltil. See the section on iJL’JLDINGS 
foi- monj in formal ion on Hospitals. A siiiall Jiutnber of desiths occur each month 
as a Jesuit of natural causes, ilpwevei', the deniLh rate will incirase rapidly if your 
colony is attELckcd by alien forces, if a vinis strikes, if the cj'ime iJilc ijicreuses., or 
if you run shoit of foiKi or air. 

TttVJSiOn 

To prevejit serious kwses in the event of an enemy invasion, build 
adcqtitKe defenses and stay on the alert for til lens. Once your Tanks 
and SpfLcefiiiips arc in place, you may want to launch your own 
pre-emptive strike against the alien city. 

niuess 

Buildiug more Hospitsils can help conlain the spread of deadly viruses. 

If you fund L'ivilian Re^ajch, yemr Scientists evenluuKy will cli.scover 
a vaccination tliat provides immtinity load known vijiifies. 

Grime 

The crime rale iucreases when the colonists' nionile deteriorates. 

This i.s title cs|xx:ially in large popLiiiitioits. Security lieadquLirier.s 
can help combat this problem. The various types of crimes J'ound in 
(he colony tire de.seriheiE later in this sa:c(ion. 

LLlb.^!PPQIl 

Eacii hlydroponic dome Supplies I he nutritionul ncctl.s of 100 colonists. 

A single Life ,'!>upport facility produces enough air for 4 tK> colonists. 
Si.irplus FOOD and .MK also can be stoned for future use. Check 
occiLsionaljy with iheCtdony Administrator to ensure that your 
supplies aren't ituiiiiiig low. You sitould build more facilities if Usage 
is etimd to or greater than Production. 

















Colonists may be onuployod in iht f<>ll(nvLiig LireaJiJ 


Workers 

Employed In construction of new buiUlings 

Technicians 

Employed in Hydiyponicdontes, Power Stations, Life 
Suj>jKnt facilities. Arms Labs, Clicmical Plants, 

Mines, Ship anti Tank Vartis, and Worksitops 

Medics 

Einployed in l'lo.spitals 

Scientists 

Employed in Laboratories 

Security 

Emp[[iycJ in Security 1 le^idquarLCiS 


Tile Psyctiiatiic Advisor reports on cn itch l employment fljiui'ts- TiieaveiagG 
number of employees is 1H per buildinji, Vaciirieies are niled in the fo]lovvin|. 
circlertir prioriLy: fODiI, pi>v/ei', and life support systems flrsl, foHowell by 
conslrucUon and (lien iLidusUy and service jobs, 


Crime 

Although you may be anemplini lo crcalc the ultimate Uteipiiin citritniuniiy, your 
colony is not imiminc from tbc evils of crime. Crime tends to inctease as the 
population grouts, especially if morale is low. Of course. It also ha^s ibe effeci of 
lowering lire eoionlslK' morale even finilicr- To counieraet crime in tlic 
comrunnily, yfm sbOtiEd strive to increase nioinle amongtlic coJoniK(s...tmd si few 
Sccuj'ity licadquartcrs wouldn't hurt ciiher. There snu; four levels ol-eriinc, as 
described below: 

'I'licft 

Llnscrupiiloijs eompnlcr hackers infilirale the colony’s ritiancial 
computer; siud seereily transfci funds to their own accounts. Csin'i 
these guys make an honest living'? 

bf tinier 

If youi colony experiences a wave of uncxplaincrl rlcaihs, the an.swer 
could be murder, V'ott shoultl take imriiediale steps to ejid the violence 
and regal n ci>n Lrrsl of the situation. 


’I'crr orism 

Ydu may leee i ve unonyiiuiijs binrtb threats i f the people nlfC lluJy 


Page 48 


uriliappy willi I he way you're running the colony. These terrorists will 
goto any lengths loget Lheij'poinl across, including the randotEi 
destruction of colony huiltlings, ,So eyoldiYl they just write to their 
congressman? 

Ai'JSjtY’inatlon 

The uliimaie no-con Tdcncc vole, YourunJoyul subjects hire an 
tindcrworld...or in this ease, ollierW’Orld...hit man lofoa'ce you Into 
permanent letiiement. Time toiisk foru re^issEgnmcnl. 

RESEARCH 

In Order 1(.> carry out resenrth wilhin the colony, you must build laboratories and 
provide money for MJlilary and Civilian Gjanls. Research is important hceEiust- it 
eventuully leads 10 die tlcvciopmciit of new and trscful inventions, described in 
detail below. If you build Laboratories but do not give Gntnt nioney, research 
will occur ai a much slower pace. Ft?r fastest scientific progress, build as many 
Litboralorics as you cau and be generous with your funds. 

Research directly affects tlie colony’s Tech Level, wiileh begins at Level I and 
incieases its new inventions arc discovered. Tlic inaMmum Tech Level is Level 
10, The Head of Re.search is responsible foj' keeping yon up-to-date on your 
Tecl^ Level, mimbers orLabL>ratc.irie,s anti Scientists, and current Grant levels. 

Gi-fltits 

Mofirre.search draws from ihe .\lilllQry fTiviait, which i^hoLild be funded 
accordiugly. Your gencicusily will be rewarded by new weapons tind improved 
defense systems, 'l lie Civilian Grant funds reseaieh Into ejiviiojiineiiLal issues 
such as pOllLUion conlnil und more efficient pntducriein mctlltxls- The Grants will 
decrease over time, so remember lo cJieck periodically witli llie 1 lead of RescurLh 
and add more money as needed. Grants are funrleiE On the Finance Screen. For 
more inronn,T.tion, see the section of this maiiuaE entitled FINANCE ANIJ 
INDUS'l’KY. 

[itven lions 

When a new invention is created, a message appears on the screen, explaining 
what the device is and how to ut;e ii. Many inventiouSh luko the form of new 
hLlildi^g;^ which appear on the lSuild.Engs Screen, cither as leplacemcnls for 












exi^ling. L>uil(]ing!^H.-)i' in nddilinn tn them. 

Eonih Detector 

S'JittcxU even I he Jirriiil le?;L iiiicc. (if 
exploaivei;. Once inveiUcd, these sensitive 

Sfetinning cL'vice^i iiii: iii.stailcd 

nulomatically thiotighcmt the colemy (o 
iJcier tcnorisjtfi anJ enemy .sjiboleuis. 

rLiiinpre>;M.HL Fuel Thinks 
SafeJy store grejler iiinemiits of fuel midcf 
pressure, 'riicse tanks rcphiec (lie. oitsthig, less efficient Fuc] Tanks. 

I'Liel 1>,:;tLeti:]r 

Lises fi sonar device to senii (lie enliiie surface of ilie planet for uncEergroutitl fuel 
deposiis. Switch to Fuel Mode on the Map Scieen lo see ail iivailnihlt futl 

deposilSr 



riisjon Cruiser Spaeesliip 

'I1iis iiuelear-pDvvercd Cruiser has a distinct advantage in ihat il never needs 
refueling. These ships aie eoiistmuied in the -same way as ail oilier ships and 
ratjuiie hoth ore and weapons. 

MDX Missile Laandiei' 

I'scs HDX (High DevaMation eXplosive) lo wreak havoc against live enemy. 
Because of their sniuiler mass, these missiles also liavc a greater nmge. This 
weapon replaces [heeKisLini; Missile L^lu richer. 

Hover Tank 

Tiiis new vehicle Iijls superior armor and weapons, as vrcll as the ahility to liover 
just above the ground. 'Hiis feuluie allows il U'» cross ezisily over space moss, 
rocky terrain, iee Hoes, and oilier landscape features that Strip nthrmal Tankn in 
ilieir ti-acks. V'our existing Tank Yards will re-tool and imtnediately begin 
production of the new model. 

UmtL^liiifi 

'IHiiji intelligent tieviec will detonate only when an eiieiny land vclikic pitSseS 
over it. Place land mines as you would any other huilding- Mines cannot he 
moved once they arc placed. 
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Ltmp Dislaiice Radjir 

The invention of high pertetiation microwaves gives (his new device a greater 
range than standaid ladar. Long til stance ladar replaces the standard radar 
iitslHilkition on the Btilidings Screen. 

MFiitcrTKinsponcr 

AutoniaticaEly rifueis Spaccsliips in flighL by drawing fuel from the Fuel Ttiiiks 
and beaming It on LMjartl. Must be built close to Fuel Tanks. 

M.e(eoi'.Scanner 

Lises a high-|>erforinancc pulse laser to detect and destroy meteors in deep space 
heforc they sfi ikc tlic colony. 

Morg ro Hydoipiinieis 

A Eiiore efficient roean?; ol'growing tasty, lUitriLloua food...you'd iievei'know ii 
was pond scum — uh, I mean algae. This new and improved facility replaces (lie 
original Hydroponic dome on the Buildings Screen. 

Lire Detector 

Sunns beneath the stirfaee of tlie planet for liirUlen me rlepiisiLs, which are now 
piiilEily visible. Swiicii to Ore Mode On tliG Map Screen to see all available 
deposiLs. 

JIljifijiLiXiim 

A more powerful version of the good ol' LaserTurret, which it replaces on the 
Buildingi: Screen. 

Solar Cienerjlm' 

Thanks to su peruonduCKlr lecEiniilogy, tliis new Solar Cenei'aLurcan produce 
twice as many power units as a normal Solar Panel. The new version replaces tlie 
old veujEon on the Buildings Screen. 


SpHcc Mos?! Converter 

Spitcc niOFis is a strange type of fungus (bat sippear.s on the surfuce of many 
planets and it prevents you from building wherever It grows. Now, scientists 
have dificoveied a way to extract life-giving oxygen from the mofis. Space Moss 
Converters must be placed directly on lop of the moss. The oxygen collcelcd 
from the space moss will supplemciu [hepnjduction of your existing Life 
Support r<iciluie.s- 




















































S py .^rKclIilc: 

TIliv cai ly wai ninj^ ilcvjcc mafccs LudlEir obsfllclc. Once fine Mitel litc is in place, 
the Miip v/ill !ilnKv^‘ ull tnerny unifH in youT sccTur, even if lhcy;ire ontsiJc 

the range of yoiu' CLii'rer'LL CLiiJar in^itallaltona. 



I'his bi'cnklhrciigh in high-energy physici; allowii you to senJ Tanka iniiueiJialely 
Lo the area cil' ei poiential enemy attack. Dri^ie a Tank onto (he Teleport, then 
m'iich to Infornanlion Mcidu an<l pre^s the W Wnllon !o display the Teleport 
inrortifialion panel. Simply Eielect a Marker and the rank will ir,ari.spon 
ImmedkMely to that loeatiojn Sine bnac^ driving, dcie.<;i]'[ it'.^ 

VEiecinc 

Wlicn you esitnlnlish coltjnicson remote planeis, (he ihreal from deadly strains of 
indigcijousi liacieria and viruses is an oectip,ationa1 liasard, Alien laccs sometimes 
nnleasli: these biologieiil weapons on your eokmy in a deviems attempt to crush 
(he poptiLaden and destroy meiralc. Ttte funding cif Civilian Grants allows 
Medics b.t iJevelop an adaptable proto-enzyme thal seeks out and attacks any new 
stiairi of virus. Tliiii coinpiamd is (hc basis for a new wonder vaccine (hat gives 
your colon i sts coroplelKi irn rn n n i ty. 


SAVE GAME 

To save Iht eorrent game or select older game oplions, press Lite U Bulton to 
display die Hartil enr«.n-, then select the Save Game icon fthe Compulcr Chip) at 
the tK>ttoim of dic Main Sci^n mid press I he niKlau to disph'iy the Sava Gam^ 
Panel. I'o select an option, use the Conliol Pad to higitlighi that opdem aad [Lteu 
press (hc .4 Btittan. Vour options are; 

ST.4RT NRWGAMF 

Select [hi.q opdon to start a new game, either cm the sane plane! or cm a different 
planet. When you select ill is opdon, the lislof phincis appears- See Ihc seuticui 
on GETTING S l'AHTEIkfoa moi-e: i[tfor[nadorL. 

Select this option to .save the cument game. 'I'lte words S AVK SUCCkSSHL'l. 
should ap|>eiir on (he sciecn- You may s;tvc only one game on your Game Pak, 
Saving a game wall erase any prevjc,i(is[v saved game, 
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Pl AYSAYKnCiAMR 

Select this option n> exit the em rent 

gaiiiL- and load the saved game. 

ML.'SLG ON/Ol-h- 

Select this iipiioo La toggle tire music on 
Or 0 f F. 



TROUBLESHOOTING GUIDE 

Wiih -Sa many (hings to keep track of, you may find youivKlf mnnitig into trouhlc 
in one or more aieas. TLic follawing guide may help you so-Jve the probleros 
you’ll encounlcr in the day-to-day husijiesa of rLirmingacolciny- 

VouEire unable to ceni.slrucl a building 

* You arc trying lo bu! Id on top of another bu i Iditig. 

* You aie trying ta build on top of a terrain feature or wreckage. 

* You do not have eitougli jiioney to build — iry agsihi Enter, 

* You Jo not have cinnjgh colonists to btiild try again later. 

' The CO loti I sis arc at a sports evenL 

Ytui enniiof nbdiEii information aixmt a biiildfEi^ 

* You are not in Informatioii Mi^le, Press the X BtiKun until die 
QuesLian Mark cursor appears, 'i'hen position the cuiisor over a 
binkling and press the A Bui ion. 

'I’flo Jiiaiiy colon isis are dying 

* Tire biith rate is set lent low. Tncncase iLic bitlh rate (hrough the 
information panel di.splaycd when a Hospital is,selecied in 
Information Mode. 

‘ There is jiisufflcicnt food oi' air Check wilh the Colony 

Aduii n i slrator lo re v lew your stores. I f you need i norc fooik bu I Id 
Hydroponics domes. If you need iTiore air, build Life Support 
lacillLieH. 




















^— 



* Biii[J iiigre Hospiin]?; Ui comljal i;li?ic<i?ic, 

* Vour COjQ]iy is ilVtlCiKu^deJ. Cksuk llit pifjiuliiLiori dtnsily level with 
(he Senior l^sycliijilrio AJvisor. BnilJ more Living Quitcleis il' [lie 
popuktion dcn!;i(>' is over 100. 

' Colonis(.s £irc being murdenrcl. Build inoie Securily headquarters. 

The crime talc is h]|i.Ti 

* Cocifttruct nione .Security |ie<u,ltniiir[cr>:- This will lower (he crime rate 
witliJn Ji fcw incniths. 

* Rnisc llic coloniuSls’ inorole iiiiJ Quality of Life. See the section of 
this rn.iiiual ciKitlcd QCALITV OF LIFE for more inrornialion. 

No i^eseuirch l^luking place 

* Build more Lnlnornloricfi. 

* Give more money to the Miliniry snid Civilism Gmnis- Set (lie section 
entitled FiNA^'CF AND INDOSTRV J'ormore inrojination. 

Your Miiieit and/ni' Chemical Fltintsi are Jint protiucing 

* They nre btiilt on the wrong location. Lhse tlie Map Screen to locate ore 
anti fticl deposits. Make titire yoti are building Mines on (op of ore 
dcpo.siLs anti Oicmical Blfints on top of fuel deposits, 

* Your Storci and/or Fuel 'I’anks tire full. 

Vou cniitaot perform manual trade 

' Voti have already per formed inaaun] trade ill is niontli. 

» The computers me tiown svitit for (liein to be J'i.'red. 

' You have no active Command Center. 

Vnu keep lptia|^ told to huil'tl iTuine Stni^ 

* Yotir Stojif.s me overstocked witli a pai iECular item. Trade tiie ^uq>lLis 
end etit protlnotion in apartietiiar tirea if needed by demolishing (lie 
building.s sisstJciiiTcd with that ilcm. Sec the scetion on FINANCE 
ANi> INJ>CSTRV for mure information. 
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No Taiihs Are hting built 


* You do nut have enough Ore or Wcji|iojis. Check your cuirent stores, on 
the Firianee Screen. To produce more Ore, build more Mines (tisc the 
.Map Screen to rriake sure they're un tup of Ore deposits). To pitiduee 
more Weapons, build more Anns Laborsiturics . You also may buy Lliese 
items un tite open market. See die .sectirm on FINANCE A ND 
INDUSTRY for details. 

* TIicrL- are no Open squares next to the Tank Yartl.s. Free up ono or mure 
.spaces by moving a Tank ur demolishing a builtlmg. 

' You do not have an active Command Center. 

* You do not have sufficient power. Build ihurc Solar Ponds ur Power 
.Stations. 

You cannot got a Tartk lu move 

* 1’he rutitc lu the Marker Is excejuionnlly complictuod. Clear a path for 
(lie Tank or select a different Marker. 

NDSpaccship.saro liOEnghtiilt 

* You do not have enough Ore ur Weapons. Clicck your current stores on 
the Finance Screen. Tu produce more Ore, build more Mi]ie.s (use the 
Map Screen to make .sure they’re on top of Ore deposits). To produce 
more Wcapuiis. build more .Anns Laboramries, Yuti also may buy (he.se 
items On ihcupcii market. See the (section un FINANCE AND 
INDUSTRY' fordetaiks. 

* Y ou have no! ^i ven ordtrs 1u bti lid a Ship. See the section on 
DEFENDING Y'OL'R COLONY fur mure mformtitton. 

* Yuti du nut Itavc a J_aunch Pad iimiiediately next 1u the SItip Y''ard. 

Build a Lunneh Pad so the Ships can appear. 

* You do not have active Command Center. 

* Voti do not liave sufficient puwer. Build more Solar Panels or 
l’‘ower Sltitions. 


Y'tmr SpEreLslit|is ^lill nut (nkcolT 


Theie arc im IticI Ttiiiks clii?.e (o the l.imuch Pad, 
wilhiil L'ii'lil nqu.ire^ of (he l.iiiincli Piul. 


Build Fuel Tanks 
















There is no lutl iivtiilable. L'l^c the Mtip iJereen Lo iocnic fuel Jcpeiiits 
iind I'm lid ChcmicLil PIjeick ijn lup yf them. You mtiy uEso tfjJe 
suq^lus: j^oixls for J-'ueJ. 


Y<)iir Spnc 4 ?£hips njunjim oul of fuel and cmshinj^ 

* \oLi have Eiyi refueled reeently. YourSJiipj; will iicfiie] JttiLomolLcally 
when you land ort a I-suinuli Pad^ provided thcic aEie Piiel Tanks 
ncEirhy and fliat you have, an aiEetjiiutc !>iipply of fuel. 

* Yciur I'uel Tanks are Loo far awtiy frcim ihc Launch fad. Build Fuel 
Tanks within eight squares of Ihe Launch PueJ, 

■ Your Fuel Tank.s Eire empty, Buy or produce more: fuel. 

* YmEt-.S]iip.s are hovering. I .^ind a Ship vvEten not in use to 
conserve fuel. 


GAME TIPS — THE JALECO 

MA/Oi? PLAYER^S HOTLINE 

Tf ihttic’pj something you don't undersltind abouL your new .laloco 
game, or if you're having problems with your Game Pnk, or if you're 
jusl plain stuck^ you're welcome lo call Ihe Jaleco Majof Player's 
HotUiie between the hours of and 5;0(JPM Central lime 

Monday ihi'ougli Friday (except holidays). One of our friendly game 
counselors will he liappy to give you ftps or lielp you oul with any 
problems you’re having. Here's the ntimber lo calh 

708 - 215-2359 

NoniniI a3cplioiic charges fifiply wltcii yoii call Ihc. hallirc iiuRiIxir. It is not a loll- 
friM till I Kids: get ynur iiiirnai.’s. tr giiiinJian 'ii permissEna tn e;i3l Ijefore dialing the Jakto 
Major Playcr'i: HrUlirel 
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TAKING CARE OF YOUR 
JALECO GAME 


* This JaJeco Game Puk is a prectsion-crafted device 
with complex electronic circuitry. Avoid subjecting it 
to undue sJiock oi‘ extremes of temperature. Never 
attempt to open or dismantle the Game Pak. 

* Do uot touch the tei minal leads or allow them to come 
into contact with water or the game circuitry^ will be 
damaged. 

* Always make sure your Super NES Control Deck is 
SWITCHED OFF when inserting the Game Pak or 
removing it from the ^Supei NES Control Deck, 


















COMPLIANCE WITH FCC REGULATIONS 

Tills equipment generates and iisc^ radio frequency energy and if not 
i natal Jed and used properly, that is, in sCiict accordance with the 
rnanLifaclLjier’s instiuctiona, may cause interference to radio and 
television reception. It has been type tested and found to comply 
with the Jiinits for a Class B computing device in accordance with 
the specifications in Subpart J of Part 15 of FCC Rules, which ai c 
designed to provide reasonable protection against such inteiferencc 1 

in a residential installation. If diis equipment does cause interference ^ 
to radio or television reception, which can be determined by turning 
the equipment off and on, the user is encouraged to tiy to coireet the 
Interference by one or inon; of the following measures: 

— Reorient the receiving antenna 

— Relocate llic SNES with respect to the receiver I 

— Move the SNES away from the receiver ' 

— Plug the SNES into a different oullcE so that computer ; 

and receiver are on different circuits. ' 

If necessary, the user .should consult the dealer or an experienced 
radio/television technician for additional suggestions. I'hc user may ' 

find the following bookl&t prepared by the Federal Communications ' 
Commission helpful: H(n\> to Idenlijy and Resolvt; Radio/IY i 

[fiferferetjce Froblem.-^^ This booklet is available from the U. S. 

Government Priming Office, Washington, DC 20402. Stock No, 
004-000-00345-4. 
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Watch for new Jaleco video games for the Super Nintendo 
Entertainment System (B> in coming months. And 
remember, Jaleco makes great video games for the 
Nintendo Entertainment System @ and the 
Nintendo Game Boy (B/as weN! 


JALECO USA INC. 

6B5 Chaddlck Drive 
Wheeling, IL eODSO 

(70B)215-1S11 (Main Office) 
(706) 215-2359 (Game Kelp) 


Jaleco the Jaleco logo, and Brawl Brothers ™ are 
registered trademarks and trademarks, respectively, of 
Jaleco USA Inc. Nintendo ®. Super Nintendo Entertainment 
System Nintendo Entertainment System ® and Nintendo 
Garne Boy @ are registered irademarits of Nintendo of 
America Inc. © 1993 Jaleco USA Inc, Afl rights reserved. 
Printed in Japan, 





